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1? BRAND NEW GAMES REVIEWED! 


LEMMINGS 3 • SIM CITY 2000 • 


w 




















What, no disk? 
Ask the newsagent! 




a NOT WEB 




EXCLUSIVE^ 






MORTAL KOMBAT II • SWOS 










WORLD OF 


FIFA I NTT L SOCCER 

23.49 



THEME PARK 

23.99 


EHCMY UHHNQWN 


w 


ARCADE POOL 

7.99 OR 1 1.99 CD32 



fj 

■■ 

SEI^SI&LE WORLD OF SOCCER 

19,99 




super stardust 
18.99 m aw on com 


CANNON f ODDER 
SETTLERS TJ 
CHADS ENGINE 

BEAL; JOLLY COMP 

25.99 



( 


COW== I AilALiL r 



SC H it? 


' £/0 


£f4i 

J+Jt 
CHAMPIONSHIP 

MANAGER 03 AND 
UPDATE DISK 


SAVE 

* £11 



*4-d< i n*i rah 


THE SETTLERS- 

16.99 


UFO CANNON FODDER 2 PFfEM MGR 2 PREH MGR 2 

23.99 Ai»o1 9.99 CD3Z 19.99 8+99 16.99 



RISE OF THE ROBOTS TOWER ASSAULT 

27,49 oi? 25.99 ai wo 14.99 or 1 9.99 eras 


CHAMP MGR COLL 

13.99 


“** gfcfc 

\ \mP 

21 


SAVE 
" £10 


MONKEY ISLAND 2 

12.99 




MORTAL KOMBAT 2 BANSHEE 

20.99 1 18,49 Ai 2 w 18-99 C032 


PGA GOLF INDY EDO 
ADVANTAGE TENNIS 
EURO CHAMPS 92 

SPORTS MASTERS 

13.99 



SIM CITY 2DM 

23,99 A 1200 



RISE Of THE ROBOTS 

23.49 CD32 


GUARDIAN 

18.49cd32 


CANNON FODDER 

21.99cd32 


UTIL DIVIL 
1 8.99 CP32 


SIMON THE SOROFRER 

23.99 cd32 


Pirates gold 
15-99 CD3Z 


MEGAPACE 

23.99 cd32 


PUASI M&ff 

NOP 2 wJJf jhT w&rk bri AJOP 
Ww A&00 or A12G0 
JKIfl * wJfJ n«r wwk eir AI2QQ 
P API 5 r*qdm 1 All 9MM 
[* a Wf W fJiwn 

A 1200 GAMES 

alalon 

. 26+9 

ALFHEPCHCrtlN 

■■ i?® 

ALIEN BRSED2 

... JB.« 

PWH 

py® 

ftCO l BLOWS 

... MM 

&gdyrlowS Galactic 

itf® 

BRUTAL FCOTRAlJ. n€LlJ.KE . 

1 ' 4‘i 

CAPTIVE a ■ LIBERA TICfv' 

20 33 

CIVlLISATICftl AOA 

... 1ft. 39 

DETflOil 

21.® 

DREAUWEB . 

.. 22.29 

DUNfibCTJ MASTER 2- 

. 23+9 

EXlLE , ... ... 

... 10® 

fields of gl-dry 

23:93 

FOOTBALL o LORY 

, 

Guardian ■ 

20 49 

hEWOALL 2 ■ DANE OF d^EARD ai 

IMPOSaBLE MISSION 

. . 29 99 

I5HAR i - l£G|0nS OF CHAOS 

- IS® 

.AMES- POND COLLECT ON 


1 JAMES POTXJa l 3f 

„ 13.® 

JUNGLE STRIKE 

... 13® 

KICKOFF 3 . 

. "3+9 

LION KINO , , 

. 20+0 

MIGHTY MAX 

1096 

ON THE FiAl L HARD VE DH.Y 

- L£A(iLJE EDTICC J 

20 dP 

WORLDCOPEChTiCNI 

. BO Jfl 

PGA EUROPEAN TOUR 

19 dS 

PP^klf R MANAGER 3 . 

16® 

HISEDF THEfiOSOTg, 

. 2ft 99 

ROA0 kill ■ 

30® 

SABRE TEAM 

. 10 9? 

SIMONY 2600 

23.se 

SIMON THE SORCERER 

. as.94 

SIMON TMb &DHCERER 2 . . 

.. J i 

SKELETON KREW „ . 

. 21 M 

SiOCCEftKiD .. .. .. 

ivjy 

Star trek 2sth dj^MVERGARx 

IhARDOfllVl ONLYl . 

33® 

SUB W AR 20iQ -■ 

„23.d9 

Sb^Efi SI A«DUST 

1ft 39 

TFX ..... i- 

. -ISJjj 

THEME RANK 

. 23 9? 

TCP GEAR 2 (1 MEGl 

.. 17.44 

UFO Lr-.-MY UNKhOV^N 

23 94 

WEMB.GY WTM SCCCtH 

.. 1743 

AMIGA GAMES 

*-TflAIN 1 NH » 

9® 

A TRAIN * CONST 5£f 1 MB 

12.® 

A T ft iTEAW I7| 1 MB * 

IftdS 

AlQ TAhk KlLLEft 1 k<B 

Il H 

AJJlN 3 

1 r- 9? 


CHAMP MiNNA G£R -DOLLS CTION 
ini-M + UPOATE QlS*Q I MB 
QHAMPICWHIF MANAGER ITAlW 

Viid 1 MR _ 

CHAMPIONSHIP MdRAGElRiTALlA 

UPDATE DISKl MB' 

CHAOS ENC \5 ... ... 

CIVLISAriClM 1 MU 


FIELDS OF GLORY 

20.99 cog? 


BENEATH A STEEL S A-' 

21.99 cos? 


NEW WORLD CRLFuMilfGS I MB 15.® 


13*0 NICK PALtfOS GOLF 


*4,9? 


fi M 


10® 

& 49 

~.1?W 

Classic collection ■ u£ . ['i-iiNt- 

iFLASHRACK CRJI&E PCfl A. COURSE, 
ANOTHER WOSLB nFFPATCN 
STEALTH. FljTuFt WARS| I MB->. l3.i* 

CLASSIC COLLECTION - LUCA$ XRTS 

-Imonkev island. hqyjdheGi a 
i' lL LAST CRUSJUSE, LOQM.MWNlAC 
MAlNSlQh. Z*K MCftHACKENl 

s I*'' If dB 

CLU&FOQTBAU l Mb is 4D 

L'L'ir.iH.i i ‘Classics z 

ISILENT SERVICf? Fig STtAUTM 
FiGmTLH .PAdHClBl+ND| 1 MR pg 

■COMBATCLASSdCS 1 

:HtgTQRVLlNL. CAWFflIGr* 

G UNSHIP 20g0| l MR - 21 .gg 

COOL SPOT MAS 

CORRUPTION IM 5CROLL3'- ... . *jy 
CRICKET HASTENS L-SPl I MB ' IS Sh 
D-DAY lIMFPESSiENBl 1 MR 21. 9? 

OAVm PATROL I MR 22 ® 

DbSERT STRIKE 1 MR 15.® 

DFTHQIT 1 MB .. Jl.d? 

DOGFIGHT 1 MR ... 12.99 

CftAGCJNSiTONE PfUlf 

OREAMWEB l MR JL* 98 

DLlNFlMB .. 1140 

DUNE 2 I MR H99 

ELfiAANIA I VB, 1*1 l+y 

ELITE „ , j-gg 

El(T£ Z (FFKJNTlBRCl 1 MR *4.9? 

EMBRvQ ■ 18,® 

E^L OF THE BEhCLBFR 1 M0 ia+9 



ON THE BALL 
~ LF AOUI: EDlTtfN 1 ME 
-WDRLDOOFH*I10*I l MB 

OVERDRIVE 1 MH 

OvEFfLGftD I MS . 

PATRICIAN I MB , 

PGA LUF&JPSA.N TOUR 1 ME. 
POATOuflGOLF 

hHBALL DOUBLE PACK 1 UR 
FINFAl I OflfMJS 4 FANTASIES IT.® 

PINBALL DREAMS i MR ra M 

RINBAL. FANTASIES . | j M 

PCllCL QUEST 3 | MS | a gg 

POWEHDRIVE 1 MB Jffl J3 

POWtHHUNGER* 

WW1 DATA QC9K (hClE) . . Il Jfl 

PREMIER MASACER i 1 Mb ,. 4 99 
F^EM-fR buNfl£tH 3 1 MB-* .. I&lft 

PRINCE OF PERSIA 1 Ui 4.55 

PAIL.B0AO TYCOON ! MSiNOP; n 
REACH FOR THE fWIFS »-» 

irealmg * Mb ... . . .. I(M? 

PISE OF THE RCflOTS 1 MB ■ . 27 43 

ROAD RASh i<)44 

RORKE'S DRIFT MJ „, ,_7JS 

RUFF AT* T WBLE 1 MB +.. lfl dy 
HUGBV LEA0UEOOACH I VB ISM 
SA&m TEAM l5.g*« 

ecrabblpigsgolDi ladfl 

StCCNn 5AMURA1 T MB i 'Nfll 7\ „ ^ l-j 

r.E^RFT CF UCt^LV ISLAKO « MB 1 S iig 
StCRE^OFMCttfEVlSLALna I P.* [2 9? 
SENSIBLE OCLF 1 VI. I m 4ft 



AUER BREED TCHrVER ASSAULT 
ALip* BflfB S‘E B OWAK 
AHASNft NIGHTS ;A£A 1 
AR-ACP' POOl 
HAUDILL 1 5KINNER ■ 

BANRHEl 

BATTLECHESffl . . . 

beneath a Steel sky 

BRUTAL FWTBAll 
0U0CJA N STIX 
EUBBlE ANp SOJtAK . 
CANNON F CODER 
CAPTIVE 2 - UKHAlKSW 
CO LkCHAROE iVCLUMF i | 
CDyPtATlON OF &MAEWARE 
4ND a UGbC DOMAIN 30FT|V*R|. 



A1200 APPUCATIOISIS I AMIGA EDUCATIONAL 


EVF OF THE GLhCIUERS ! VB .. 


ITS 
!&.«$- 
23 J'l 
23 43 
IA99 


9.9S 


ALIEN BREED ■ J/E 1 MB- Ml 

ALIEN BREED 2 1 VB . P7.1-J 

ALIEN RRFEC3 - TOlAtH ASSAULT 14^ 

ARCADE POOL 1MB .!.« 

ARCHE IT MxCLEAN S POOL IJ*S 

ARMOUR GEODOfr S' 1 lUR 1 5 JO 

AWARD '.VhPit w§ :i 1 mu 

Givi ISA 1 CN. ELITE 3. _E Mlv NG$ ■ Myy 

AWARD WINNERS COlD 1 MB 

EENRjRl P SOCCEH. ELITE. 

JIMW WHITES- SNQG-KFR ?OOL M 99 


IB H 

M.-O^ 

, Kfi.se 

.. .aua 

. IB S5 
. . . 11 H 

. . 21 99 

ft&f 

... ... S.i9 

■, u %} *9 

... 

... u . 9.99 
. nl 49 
ZU.vJ 


BACCCL A BAINNER 1 VII 


21.99 


BEAU JOLLY CONPILATIDN 

(tANNCN FOCCCR. SETTLERS. 

CHAOS ENGINE T2I- Y MB 2& fy 

&ENE.ATH A STEEL SKY 1 ME 22 yg 

BENEFACTOR IS 43 

BLACK. CHY a T I NR 10 dn 

BLAST A A I Mb ... ... 7.M 

BODY BLOWS 1 MB Q yy 

BOGY BLOWS (WLACWt I YJB IT *3 
POKING MASTERS ;ESPi 1 MR - ly go 
RRI IT Al FOOTBALL . .. 1 9 » 

UUBEIA N STIK ID50 

RUMPT^auPN 

BURWTME ' !SM 

CAMPAIGN * M4L 10 &H 

CAMFAJGN 2 I MB 22.39 

CAhfiO'-. FOu::>i 11 1 .vu . . HM 
i>NNGft FODDER 2 1 MB iy yg 

OHAMPUANACf-R?^f« 1 MB 3.H 

CmaMPUDNSHIF M.ANARE R SKL^H 
END Cf SEASON CAiA ^5Hl I YM 53 +9 


L| .'DOkV-HKl 1 MR 
Pn7AST£>LTH FIGHTEH2 Y ME 
FELDS OF GLORY I MR 
F FA IMTNl SOCCER I VB. 
fOOTBftLLSLCRY I MB- 
FO.DTRAI, L HASTf Hb 1 ESP. I MB MS :W 
l OWAULA I GRANC. PRISi 13 dy 

FORMULA I ■ WORLE-CHAMF 

Ewnow* BOW 

FCflMULA 1 UA&tERS 1 MS- . lfl.» 

GOAL... ... 

ORA^am &DOCH ■ TES -r MATCH 
SPECIAL I MS 
GUWSHIP 2WKM MB . ,. 

HEART OF DHWA 1 MR 

HElUCALL Z 1 JJB 

HEROOUEET2 1 MR 

hlREDGwSlMB 

IIISTGRylINE v-m-irt 1 M l 

HDOK. 

HUNTE R |NOia) 

IWCS&IBLE M5530N 1 MR 
IMOANA JONES FATE C# 

ATLANTIS ADVENTURE 1 WEI 
RfTN L EUGB-Y CHALLENGE 
^HAflaiMe 

ISHAR3 1MB ...... 

■>0t1N MADDEN'S QJ, St FOOTBai l i-D^y 
JLVJGLE RTRRp 1 M& \9 4H 

JUflASSK: PARK \ VB 1 1 v*l 

K2J(i IUTOPIA2J I! MU 13J3 

KGli n dg 

KEKOFFJ , ... ... ............. 1&.JQ 

mo ChaOS 1? yg 

KINGMAKER 1 MR .. .. 21 K> 

KINGS OUEST S 1 MB 14 *9 

KINGS OUEST K 1 MB 22.99 

KNIGHTS OF I HE SKY I MB . I p 45 

uASERt FiULIAU B.M 

LESSnOSDF UALEHJR I ME |N0l2; H 94 

LE SI IBF SUIT LARRY I 1 MB 11 4fl 

LEISURE SUIT lARRY 3 1 MB 12 J-> 

LEMMINGS 2 AM 

LRIKS ■ 1GCLF1 1HARG DRI^f 
RECAMVOi 1 L*l .. 12.4& 

LOMBARD RAC RALLY ... ... y.yf 

LORDS CF TmC REALM I VB .. Z 1 .09 

LOTUS 3 1MB-;NQI2l .. 139 ? 

lljrf of the temp i-febs i mb i i 4^ 

MANCHESTER UNITED , y gg 

MAPUTO PREMIER LEAGUE 
CHAMPIONS l MR- „ , . 
man uto phlmier CHAMPS 
Data disk i pjb e gg 

klCFO rJAXwES .. .. 16.S5 

MONOPOLY 11.1 d-g 

MORTAL KOuEiaI 1MB 2V.4S 

wtJRTAL KOVBAT 2 1 VB - 2D ¥■ 

MR B.OBBV - 13-W 


SEnSi&LE SOCCER 

■ 92191 SEASON «_4Jf 

- !NTWW*T10f«L EDITION 1 Lfi 14 gg 

SENSIBLE WOFLD OF BSQCEFl I IW 19.39 
S£TTl£RS .. i&yy 

EHADOWQRLDS 1 htoigi 3.» 

RIFRT4A ScVYlci l 

‘Jwopld cuFVnmoNi i vb . .17.49 

SIlEnT Service 2 1 mr , 1 1 gg 

SIM CLASE1CB I lN 1 

rSIU CJIY OLWHHC. SIM LIFE, 

Su ANTI I MB Zjgg 

SMOMThE RORCfRLH I I MEG I 21 M 
9MC « f Hfc SORCERER a 1 MR 
SKID UARltS 1 MR 13 99 

SklD^AHKS DATA Dl3K 1 MB 13 B? 

5IJEEP WALKER „ 

Soccer kd , „ y.gg 

SPACE LEGENOB 

.rWINl'i OOMMANOER 
MEGATRAVELlER EliTFm WL1 11J» 


CHAOS FlUOiNE 17 m 

CHUOK ROCK2.. ,, iegn 

DlOFi^RaTiON.. . i7 H4 

DSP0EAB.E HFRO . ....... 1395 

GOIY-TWAaSlXi ig *g 

GONK IQ+O 

ORAGONS rGflE .. .. IH gg 

DREAM WEB 23 '» 

EUTE ZlFPUVTlEHl 14 94 

FIELDS CF GLORY SOM 

FIRE AND Itt iilFffl 

FURY QF THE PUWBli-. ... lb^ 

GUAHOAN . . 

gunrmpsxw . ly yn 

i1tlMDALL2- HANFOF ASOARU 21.99 

m w*i s 142 ... nfl 

IMPOSSIBLE WISSlCN 14 99 

POND 3 H » 


2I' ? - BRILLIANCE V2 AC A. 

aa *9 FFEMFR PROFESSIONAL ART PACKAGE 

12 L*3. HARD DRIVE ££QlJlR£D.l .. 4iff 

I j gg VIET A PRO |i. iTfcj 

CREATE SPECTACULAR VlRTlJAL W0HJ3B 
Y^ITH THlB POWERFUL SCEISERY CRFA TOR 
AND ANIMATOR £ MB hARDGhive REQUIRED; HUH 

WCiRDWGflTiHV,? JGa 
W^RDfULHJSHER |l MR EJCTFftyA| LUSK 
OR HARD CHIVE REQUI'flEDI ]|K 

WOffDnWDfttH V 11 AGA 
MPE1WER TOP DUALITY WY:F<i lyBbSHEF; 

{2 UH E-fl-fflNN. DKK OR HAFC DRIm| FEQwRtGJ 5 7 33 


JUNGLE ETRKE n.jg 

KK^OFFI .El 0# 

KID CHAOS ig gg 

LARyRiNTH Of THE . .. . .. . 19 4N 

LEUMINBB ... ... ...Ml 

UT^-DlYiL. , ,, iy gg 

uOTUB-TRlLOCiV iLOfUS 1.2. 3| 3B.» 

MAN UTLI ^HEMIER ChAMPIONS 10 99 

MEGA [RACE 23 » 

MKFBCOflM.. asgg 

WITH PHRASE (ICO: 2fi ■» 


AMIGA APPLICATIONS 


AMDB ■ PflCF EJSlDHAL 
POWERFUL GAMES CREATOfl 

rt MB. INBTALUBLfl) 3 ggg 

AMOS-^OWPlLEn PROFESSIONAL 
COMPILES AMD RFF FflS PF+OGH^MS 
'WHITTEN IN AMOS. EASY AMOS Cfl AMOS P«0 
fl HSTALLAflLE 1 . &yq 


SPACE OLERT 4 ' Ll-I ... 12 ft9 

SPtCLALFOHCES 1 MB ... f gg 

EPEEDBALL 1 A I Ml 

aiPGSTB MASTERS 

I PGA GOlF NDySoO A&VANTAjE 
TEnmS EURO CHAMPS 1 ^ 1=113^ 

STABLE MABTEHB , ESP, 1 Mb - «B 99 

stabloro i m& aa« 

SFHEETF1GHTEF 2 I I ig 

SUPER FROG B Mtt .. Ifl$9 

Gupeh SKIDS 

SKIDMARKS + LkTH A CARE A 
TRADKSl 1 KB ... ... „ , 20 JB 

SWIv (WOPJ lu ... ... ... 2 gy 

SYNDICATE I UR ... ,Z!lM 

tactical manager 

- EMGL -HH LEAGUE l ktR . iy tg 

- IT A+J AN LEAGUE I ME... 1BJI 

TEtRfS ■ 7 COLOURS »‘F 99 

THE FMU€ 4 Th£ One Y 1 MB .. a 1 4g 

T«C GREATEST 

(JIMMY WHITE?. LUf* Of TV»E 

TEMPTRESS. DUME| I Ll-1 lljg 

THEME FARK I Mrl 

TRaP§ N r-REASUHES 1 MB lft yq 

ULTIMA S IlSOlJ.i S-.BB 

L^JNt RSb 1 MB .. ti dg 

VALHALLA I MB 10 gg 

VALHALLA Z 1MB- W gg 

WALKER _ ... j.gg 

WEM&LEY - RJ3E Y LEAGUE ! ^1^+9 

WING COMUAnMA r 1 k'H 6.43 

WONDERDCG „ , ft gg 

WORLD CW YEAR M 

iGQAl Gh<4MP MANAGER 9J + 

Li A FA DISK. STRIKER. BEN? ill : 
EOQCiRl l «0 10.99 

7EEWLXK I MB ■ ay -gg 

IDOL I MB £ 

7QOL 2 1 Wfl f 


NICK FALDO'S GOLF 23 gg 

QVEFKILl i LM^R-C . . 1ft» 

P*C ALL FANTASIES lggg 

F«IE ,. 19 da 

PiflATiS-GOLD.. 13 gq 

F-iDVVERSftVE lft.9ii 

project * s.E KFiT challenge 1799 

R^SE OF THE RQuOrs * 2J 

WAD KILL !- .. .. 20=r9 

FOBOCOD POND 2, . , 3 K, 

SA6HE TEAAA , mgg 

SECOND SAMI in A . . . .. |&gft 

SE£k 4 DESTROY . .. i^-gg 

SENSIBLE SOCCER IMTNL EDIT1C-N \?M 

SAK>J THE SORCERER 23 gg 

skeiftomkrew aisrfi 

SOCtERKC? .. ig gn 

5REFQ&ALLZ- ...1J40 

S-TWKER „ 12.M 

subwarzokj. 2 ^ yy 

4UPEH FROG 1| gg 

SUPEHIOOPZ iy» 


id.-n 


35 99 


4.99 


3344 


5733 


•M.99 


Super stardust 
top GEAR 2 .. 

TRIVIAL PURSUIT 
UFO - UNKNOWN 

ULTIMATE BODY BLOWS 

IBCDY SLOWS $ GALACTIC] 

UNIVERSE 

VITAL UGHT . . 

VHEWlLiY wrrwi SOCCER 
W!LU COP EOCCSR 
■WCRLD OMP COUP 

ZODL „ . 

ZQOL 2 


. IB 99 

>y% 

16 94 
IV W+ 

1fL«t 

2i yy 
1&.99 

ly.w 

IB. 99 

rs m 

12:99 


DIGITAL VIDEOS 


Special reserve top i m y n uy 

APOCALYPSE NOVi 1 1 H| |? 99 

&TAR TREK W (PG) lS M 

SUvtfl 1 1 9i .. ... 17 gg 

f^JNFFOR REG 0 Cr 0 €lERi' 1 SiJ ... Ifi M 

tme n wed gun osl i 7 94 

QHQST(liJ liSIJ 

TOP ®_TJ I Pli;, 15 93 

ACCA54S PAkM-V VALUE B (PQl igSM 
PATRIOT GAMES | h&| ISM 

DAFf Y QuCK AND PR ENDB'Ul - ID HH 


CALI FOefREE 16 PAGE 
COLOUR CATALOGUE 

^ [_ 0279 600204 


AMDS ■ CRAFT, 

AUU-Qf* E MTEN5IOW TQ AMOS OH AMDS PHD 
'j/i'IN;-; I>.'Eh I &g NEW COMMANDS AND 
INSTRUCTIONS 1 1 WFl. INSTALLABLE) . 

DATABTORE QATAiASE E-YETEM. 

^JMl-^e TO- USE. FULLY FFAT|jfi£D OATAIBAEE 
SYSTEM (1 MR IN§1 ALLAGLE ■ h 

DELUXE PAIS T 3. 

VERY POWERFIIi.ART AlOANWATICN 
PAOKAOE WITH EXTENSIVE FEATUniS 
A BEST SEJ.ER AND A TOP AWATO Wi-^vGR 
(l MR INSTALLABLE)! 

UI LUXC PAINT d. 

EXTBN5lVl=LV rEATUHED DESIGN, PAINT AND 
w TJ ATE IN UP TO 4m OOLOUHB WITH RAM 
MODE (1 Mft INSlALLftULE^ 

DELUXE PAIIfT 5 

PHEMEH AHT DESIGN MJO ANIWATIDN 
FAGkAGE FbATUHING FUU 2d TUT Tftu£ 

COLOUR RGB EDITING 12 MU. iNSTAJ-ABLF 

W 0 ««Wai 2 .H + |* 

KMSK EXPANDER 

A FLFXIBl_i,ANU bAS-Y TDUBE DISK DOUBLING 

System for ala DRivts incheabes 
STC flAGF SPACE (? M& INETALIABLEJ 

final whiter ireleabe 3k 

CDMmEHEhGIvE rtCflD PlIBLISHING SYSTFM 
lwTh dve H ■'Ml FREE TYPf FACES 
|2 MS kl MMI Ikl d M'J ORMCRE 

RCCOi'jmended NARnordVE pi£0uihed: . . 

HAWRA RARBERa ANlliATlON WORKS-HOP. 

EXOFLLENI ANMATIDN PACKAGE CAPABLE 
Of CREATING CAftTOONSANDOUrtlin' 

ANIMATIONS 1MB 

HOMACeMMTm 

BEET SSLblvG M(-^y MANAGING PFLDGHaM 
IINSTU.LAHLEI . WifiCLUVAPLE VALUE ... 

KINDWOFDfi 1 

FULLY F^ftTURLD VALOE FCfl MONEY WCWD 
FOBL^iHER il Mb, INSTALLAB.E; 

UAIiPlAN 4. 

C£HLi: , LE'nE SRREAD5HFFT.0USJNESS 
GRAPHICS FNL> UATARASE SYSTEiM 
(1 MB INSTALLABLE;, 

MINI OFFICE 

WDRDiFfiOCEBSDR. SPREADSHEET GAIfJJASE 
AfYD DISK UTILITIES (1 MB iNETAlLABL E i 3E 94 

MONET lAAfTIHE, HOME ACCOUNTS 3l 
I FJB INSTALLABLE :ih -ia 

PEN PAL 

CAS* TO USE WO ftS PPOGESSOH 

(1MB INSTALLABLE i mgg 

ri.—jHiim 

iPAGb LAYOUT PAOCAJGE;i FOFl FLYERS DP 
NEV^SlETTENB LTD I1NOI2 I MB. EKTEl-TiftL 
DISK OR HARD DRItff NEOblRtUI .. . 33.® 


H-Ci hAH£>«lL CURRICULUM 

E0 OUT CMF lU - UMIUIHO 7IE.T (1ft« |. 

(1 MIL IN8TALLABUE} « . (9.® 

16 OUT DF IQ ■ EARLY CSSCNTIALB , 9 7, 

IDEAL RQUNUATION *DR DHlRHFNTO 

BUILD ON. n k*fi. IMSTAL^BLEI , . iggg 

lOOlfT OF If -ENGLISH b ISl 

HfC I* MB. IN&TALlARlE: . ........ ig gg 

14 OUT OF 14 - Fflt NCH ^g- |ft, 

NATlOffAL CURRIDULJH ATTNnMLNIT 

TARGETS 2A+ i S M&. INSTALLABLE.. lg.gg 

I Q OUT Of iy ■ J1 PPOR EE-SENT LAlB iS -1 I 
UU .DING FOUNDATIONS FOH MANVAHEAR 
QFThC NA»ONALCURF?CLlLlJk1 (1 Mb 
INBTALLABLEh ... ... ■ 

10 OU-T GP ifll - MATHS NUMBEflS |h- 1 M 
HC [I MB IMBTALI ASLE? 

A& EhHQLIStf fl I ■ 171 . 

AIM PPEWCM (12-531 . .. 

Affl GC3E ENCLISit PACK.'ld IE). ' MB 
ADl GCSi: FRENCH PACK 14-iy;- S MU 
ADI DC&E MATh$ PJjtH (Id- HB| 1 LB . jagg 

ADI JUNIOR READING |d-5| tS.® 

ALMNS PUZZLES TWJ GWlCS TEADHIhB LOOK! 
SPF.UMSAfAj hea:mb FREE QAU| WUCHtA . . 


TB 99 


If SB 

14.99 

IS'.H 

M.99 

w.® 


FUN SCHOOL 4 tt-S* 

FUNBChOOtAnPTJ 

FUN SCHOOL d |7+! 

pus i.chulu Special nerlins maths,, -- m 

FUN SCHOOL SPECIAL - B^gELlMQ FAIR." I3l 

MICRO ENGLISH H TO ADU^I. ISk^C I >UB 

MICRO FRENCH |U I D ADULTl 
N-C. WITH SPEECH 1 MR 


1543 

17W 
17 99 
17® 
1ft. 99 
1ft.® 

n P9 


Tfl® 


MICRO GERMAN y TO AFJULT 
H'C W^tHSFEECH » ME- 

WCRO MATHB -1!^ N C 1 MU 

■NODDY’S SiG AilVfcN M.rflE 3 ■ I 
(1 M0.INS! aU.AELEi .. 

NODDY'S- PLAYYfdE |3+| LUUC ATONAL 
ADVCNTUHE (1 MB, INETALLARI.C;* 

PAINT POT 2 14-lQh, toi £3lClT|N& AND PUNfJY 

ART PACKAGt FREE game voucher 

W1«GN WHERE WHAT (4-(l| FNCHANTINGAND 
CCWPRl lihiSOftMLO. FHEE SAME VOuCurr ipgg 


19 43 

HW 


14.49 


19.94 


15.94 


AMIGA BOOKS 


b343 


29.99 


2.94 






A TRAIN OFFICIAL STRATEGY GUIDE 
4WICA DCS REFERENCE GUIDE idTHEOTONI 
AMIGA GAMES NWTi. TIPS. CHEATS: AND 
ADVENTUHE SDLUTIGNfi 

AMIGA HARD DRIVES luyiriQH GUIDE A 

CCMPn£HtWSlME ANC-TPOROiJOmOUiDL TO 
GETTING THE BEST FROM V &UR HAPC DRIVE « 

AMDS- IN ACTI&N IACOMMREHENS- VE GUIDE 
TOuSiMS AMDS WITH EXAMPl FSl 

CANNON FDDDER QFFiCm. ^ UIM ■ 

■CfMILl£AThON GUIDE BOOK Br SID A^lFRR 
■CORI5H& CONFUTE A &AMES GUIDE 

(HWlTg. TIPS M) POKES FCR DA'ER fKif 
COMPUTED GAMf 5l ..... .. 

IKING ! DM MASTER HMfT BODK. 

EYE DF THE BEHDLUER HINT DOOK 
EYE OF TH1 BEHOLDER 2 HINT BOOK 

OUNSIMP HXH GFFKIAL STRATEGY OjlQf 

INDLAHA JONES FATE OF *TLANTI5 IWTUODK. 
■WALATHRCXfiHSOLUIIDN SPE&AU¥5FHVF 
CLUB YEHSIDM 

MASTERING AMIGA fi 

MASTERING AMIGA PRINTER 

SECRET OF MONKEY ISLAND Z HINT BOOK 
SECHtf OF MI1NK FY ISLAND HINT BOOK 

SICflB ?S OF TPDNTIEH Fl iTF £[ 

S^MCITYSOM OFFICIAL NAkOflODK. 

ACOMPREHEiNSIVE DUin^ TQ SlMClTY 26-30 

with ldtg of hint&anu nra \im 

Syndicate players guioi - i g y# 


iTgg 

14.39 

4.® 


0.1 


11.93 

ID® 

1739 


12 ,® 

UV 

0 .® 

3.93 

f 1.43 


4® 

Id 99 

1ft.® 

9 ® 

3 93 







43 AND 
□ ISK 


SUPER AMIGA CP 

5K-1 BUNDLE 

AlL THE B C*WEP AMD 
FLfflWILrTYCF AM WrflQA 
A I K-0 COMBINED WITH THE 
CAPABILITIES QFA CLufl 

COMPRISES 

■ QM3 CD CONSOLE 

■ 9«.i expanrion module 

■ EKTiWHAL 3.ET DIRK DRN’E 

■ KEYBOARD UQ.iSF JOYF-AO 

PLUS MICROCOSM. CAN HQ* DODDER. LIBERATION 
PROJECT X. iM-TMATE BODY GLOWS OSCAR AKfD &OOERS 
(DOES NOT INCLUDE WOUSE MAT OF MONITOR;. 

UPOdlADlAftLE iCiniNr; 

■ EXTRA 4 MEGABYTES OF PAM FOR 5X 1 (I l Q W, 

- iNTERhlAL * S' HARD pfll ME iA l?OP Vf ftSlC>M| 

- C UUL MOTION VIDEO i ETC CD3C FMV CART' 

SU PE R AMIGA CD EX-1 SUN DUE 2-tt 460 m 




NEW CRITICAL ZONE PACK 

NEW TECH AT AN OLD TECH PRICE 


WITH 5 TOP TITLES 


AMIGA CD 32 

QO RASRH CONSOLE win 
A13D0 S2 BIT POWER 
m.&& GOAUM FROM A 
PALLE^TE OF ^B.7 VILLDN 
* rfl RAM. FAST |AiUH 7 
&K3A PROCESSOR PUTS 
AUDOC&Y VIA ON SC*5EEh 
□I5ELAY AND DIGITAL 
VIDEO CD sWltH OPTIONAL 
FMY ADAPTOR 

I AMIGA QD-33 CRITICAL ZONE P AC K 324,00 

with uichocosm Cannon fodder lie-eraton. project 

X.UlTWATE 0OOY BLOWS, OSCAR. DCsfl FP=. AhfS Of PAD 

I FUTV MODULE - 5TQCX-S EXPECTED 
IhtTHE NEW TEAR 


/ s/m. 


■ . /■ J 


AVE 

£& 


EEL SKV 
0:1? 


COMMODORE CONTROL 

PAD FOR C-D-3J 


13» 



ixaa 

I0?w 

I LI. IP* 

i«w 

>9.14 

i M4 
I5« 

asaa 

21 99 
IUI 
15.S9 

TE.&9 

.. 17. W 
1T.W 
. 17 M 
n law 

I 1*99 
19.99 

. 19.99 


C, 




13 99 


1 1 .49 

10 W 
1 7.99 


1Z 99 
3.9# 

P99 

999 

1 i 99 


a.» 

14.99 
I AIM 

9 W 
999 


iiw 

IS.99 




DYNAMICS CONTROL 
Pad POr GO-3S i shown i i e w 

SX-1 EXPANSION MODULE FDR .,,169.49 

TRANSFORMS C0-3£ INTO A FuLlY FUNCTIONAL A lSM 
CGmRaT b_£ COmfuTeh allowing OcnncCtiqn of 
EXTERNAL FLOPPY DRIVE, INTERNAL AND EXTERNAL 
ICE HANDOftWi KEYBOARD, MCDEU'SERIAL pEVICES, 
.PRINTERS. HOB MONITORS AND UP TO 6 MB MEMORY' 

KEY BOARD (WHITEi FGP SX- R 2D.99 

I MB RAM EXPANSION F Oft SX-1 OF) A*UUC- .11 B.99 

Easy installation suite all aiqqd ano sx-i 

PREMIER COMfil CENTRE FOft CD-J2 A SX-1 . . +4.99 

Strong Stand foh c-D-32 and sx-i expansion 
UNIT ALLOWING A NEAT AND TIDY SYSTEM SETUP 
MONITOR STAND AND SLIDING SHELF FGR DISC 
LOAD! NO EASY SELF ASSEMBLY 



14 

I J 



SVWFT TP^IJC JpvpAOVYITTH 
TURBO FIRE & 

AUTOPlflE 

i» 

COMPETITION 
PRO EXTHA 
CLEAR BASE. 
MCROSWITCmED 
WYTH AUTOFiHE 
1TM 

OUICKSHOT 137F 
PYTHON WITH 
A.UTGFlPC 

9M 

CHEETAH BUG 
A* CROS WITCHED 
WITH AJUTCfire 
13.94 

SCORPION PLL'n ARCADE STYLE 
'WITH TURBO FIRE 

1U. 99 

QUICKSHOT 

I. 3ft f 
MAVEHICK 

IHITH 
AuTCFIRE 

II. 99 





FREEWHEEL 
5TEERIN0 
WHEEL i‘DlGlTAL.1 
SUITS MOST 
□HIVING GAMES 

SAITEK 

MEOAGF PJ WITh AUTOFIRE 

tIJK 

SOluSTiCk 
HANDHELD JOYSTICK 
MICfl05wlTCHDD WIN 

AUTUFIHE 

If 9*9 

KONIX : 
5FEEOKINC 
JOYSTICK WITH AUTOFiRE 

1 1 ’3(3 

OUIQKJQY jET 

fighter I 

MICROSWITOHED 
AUTOFIRE 

16-94 

SUK STICK 
JOYSTICK 


EXTERNAL 3.5" DISK DRIVE 
FOR ANY AMIGA UR Bx-1 

SONY, 'CITIZEN MECHANISM 
BEAK FOHMA-TPG, QUlET 
HIGH QUALITY SLIMLINE 
COlOJR MATCHED METAL 
CASE ANp LONG 
PEACH CARLE 

INTERNAL 3.5" DISK. DRIVE FDR A 909 
WJTf-RNAL 15" DISK DRIVE FGR AMO OP *t2W 



S/WE 


F £6 

^ A 


KONIX 

I SPEFDKING ANALOGUE 
JOYSTICK FOR AMIGA. 
EAlABLeS FHPPDHTIONAI. 
CON"ROLCN SUTABLC 

SOFTWARE 

AUTOFIRE Cai 
14.99 


TRAP QQQR MtWOnY EXPANSION 

S 1 3* AMIGA RAM NU CL-DCK FOR A59C« OR AB9C-* 19 
51^ WiGARAM-aOC«FCftfciwCfl A-HXH a 

I MG AMD PLUS PAM UPGRADE + CLOCK H 

i kfl AB00 FfiH -..JIPORADE - CLOCK „ u 

J LQ BAM UUAHU FDH- A12IMVNTH CLOCK . .179 
■q kfl - FPU H AU FOR A 1 K0 FAST :jjyhf f .DATING 
POINT MATHS 4 ■GHA B H!C& ACDELE=ATION. 
COMPATIBLE iVITh C^E*X':HiVE mA»?D DRImI S 

LEADS 

AWTI-SyFiOi * WAY 
MJ^nPLL»G EXTEK5HDN 

aui 


MV 


HI-FI AjlOOlE^D - XV»GA CD ■£." ST Tl'/ STMO 
H &METRPS.2X PHONO PLLH3S TO BX FMOtJQ PLUG3| 
CAN BF USED TO CONNF^T STEREO VIDEO 
TG hi-Fi. SIFAHATLS TOGeY>tH . . a. 93 

JOYSTICK SPLITTER Cable fOR AMiQa or ST 
CONNECTS 2 JOYSTICKS- TO 1 FOHT 


HOBO SHIFT IN TERFACG FCP AMIGA DR ET 

PLUGS MOlSE and JOYSTICK INTO CN£ PC^T 

PORT EXTENSION ADAPTOR f OR AMIGA OR ST 
(PACK. OF TWOi EXTENDS ■fi-Y 21 CM ... . 


.7.99 


..I J 99 


.7 99 


ANALOGUE XWSTlCK ADAPTER POH AMIGA 
ALLOWS ANY li-^IH Fi^ JOYSTICK TO SE USED 
WiTi- Games ImaT FCai uml amm_0£rjE COnYhQi 


B99 


ALPHA ORY&TAI TRAjQKRALL 
COMPATIBLE WITH ALL MOLISE 
OpehaTiunS 




OUIGKJQY FOOT PEDAL 
FOR AMIGA OR ST. 
WORKS in DON JUNCTION 
WITH JOYSTICK 

14 49 


W.,1 L MODEM cm E 25-RN iC0«1y€CTS 2 COMPUTERS 
C -DP HEAD TD HEAD FLAYING Ofi CERTAIN GAUGE 
flUCH A5 POPULOUS FAlOON. «NiGwTS OF TH&SKY. 
FORMULA 1 GfFMND PfflX AND VPhlCkTl .. .. .. 994 

^HINTER LEAD iFAPAlLELi 1 S METTREE S » 

PRINTER LEAD |PAflALL£L3 i ME TR[S 3 « 

SCAjPT l EAD ■ aWGA CDS TO Tv WITH SCART 3 m 
SCAPT LE^D ■ JANGA TOTVWITR GCAPT INPUT " 5« 
TV LEAD-AMinXCO-J3 TQSVhS TVOPVlpEO 9 W 
Z WAT SORT SPLITTER ■ ENABLES TWO SO ART , 
LEADS ~Q BE 5WITOHED INTO CWE SOCKET 1 1 9V 

RGB EXTENDER CASE FCfl AStC CP At Oil F^UE 
Allots TV MONITOR TO0E EXTENDED Ffi&V 
BACK OP L1ACHINE DP EfcTENE-OO TO RGE 
MONITOR OR EXTERNAL DISK &IT Vt . .. . 1*.99 

POW£fl SUPPLY 

2YDEC AMIDA PCWEP SUPPLY iSPfClAL 

COOL HUNNING THPJ1SFDHMEP. .23.99 

COMPuTCfr CAR£ 

CLEAHH9 KIT FOR COMPUTERS (WlTh VACUUM) H 39 
Dust cover for k colulm printer iclear; s 99 
DUST COVER FOR Alp® ICLFAR PvCl 5^9 

DUSTCDVEP FOR ADMuCLEtR FVC> .. . .. S 49 

POST CF^ER FOR AMD OR ATARI ST ICLEAR PVCl 5X9 
OUST COVEP FOR MONITOR iClEAP: PvCJ A 94 

MOUSE nGh, 5E .MMflv P lxCI TO £f JftE MtfJSt. . .4 99 

CONTROL CENTRES 

PREMIER UNI- CENTRE FOR AMiGA STRONG 
LfiVMAL STftriD PQp CCmPuYIh. MONITOR 
STAND AND SHEiF FOR EXTEWMAL PER*PHF«Al S 39 44 

PREMIER UNI CENTRE PJjS ;E ^TRA ‘WIDF.i 43 

SOUND SAMPLER 

TEDHWDSOilWO TUHBO 2 SOUND 

fc+MPLifl R£al ip^t Special 
E -FECT3 works with any 
AMIGA. 1 MB HAM REQUIRED IV M 

FRAME GRABBER 

pm ■:>!.; ha u iaRT culoup CnSAMbn 
24 BIT REAL "'WE FFl^ME CPAR-^iNR 

SYSTEM &&!TlStS SNGLJ6 PRNVES 
DR AMMAYON5 FROM VCEO 

SOupCe. Supports sj bit file 

AND AO A SCREFN MOOES 1Z4 VV 

SCANNER 

zvcec KAAOY SC ANNE A FOR ANY 

AMKSA 'M ^XiDF WCW QUALITY 
RESOLUTION *4 S Mill A - FD 

GREySCalES. uyCluDES 

OXAT.ASD.fiN PRO SOFTWARE fej.H 



PACK OF 50 

SPECIAL RESERVE 

3 y DSDP DISKS 
WITH LAREI.S 

19.99 

PACK OF U SPECIAL RESERVE J S' D5DD DISKS 
WITH LABELS* FREE PLASTIC FLIP TO^OiSK BOX . 

PAC K OF 10 TDK 3 S' D &K5 W|T H LABELS ft » 

a.E" disk hl.ad cleaner 5.99 

HIGH OENSrTY D4SKS ALSO AT KEENEST PHICiS 


UUICKSHDT SCKJNDMATE 4iTERED 
SPEAKERS- ;PAIR| for AMIGA. CD-32 
OR PERSONAL -STEREO VOLUME 
AND RALANGE. HASS AND TREBLE 
BOOST 4W+4W MUSIC 
T7.&ft 


TZ 


1 ( 11 ™ 


SCRCENBEAT 3 

ETEFED 

SPEAKERS 1PAIR1 FOR AMIGA 
CDG2 OP PERSONAL STEREO 

SCftEENBEAY MAINE ADAPTOR 

FOR SGREEnBEaT SPEAKERS 


7 91 


LOGIC 3 SUBWOOFER STEREO 
SPEAKER CONSOLE PON 

AMIGA CO-3?. PC. CU. 300. OR 
PERSONAL STEREO SC- WAITS. 
MAGNET CALLY SHIELOEGWIIH 
TONE &AUWIH AND VOLUME 
MAINS ADAPTOR SUPPLiEO IM1 

pgiqK.5HGT5QUNDSTCR 
STEREO SPEAKER 
COrtftQLE FOR AMIGA 
00-3? PC CDi OR 
-3 DO 10 WATTS 
SHIELDED WITH il+SS THtHL r BALANCE, VCJI UMF 
GDNTHQL5, MAINS ADAPTOR 3UPPL IED 36,45 



FO« OUR FREE 16-PAGE COLOUR CATALOGUE JUST PHONE 0279 600204 
ATARI JAGUAR HOW 179,99 PANASONIC RIAL 300 HOW 311.11 



OVERDRIVE V.3 HIGH SPEED HARO 
DRIVES FOR AI200 AND A600 


THE FASTEST ORIVl= EVEH REVIEWED if3Y CU 
3 S' QUALfTY :DE HARD DRIVE AVERAGE ACCESS 
TIME 13MS. -STYLED TO MATCH .AMIGA. EASY 
INSTALLATION - PLUGS INTO PCMCIA SLOT AQ 
TOOLS AND t YLAH WARRANTY (NOW FORAGHC- TOOl 

OVERDRIVE V 3 17D M B EXTERInAl HAflD 0PJV€ FOR AMIGA AlSOO OR ,A60i! iw.&i 

Q-, i HC - i'E V.2 42U M B SXTfc HNAL hlAfl&OPHVt FOR AMIGA A 1203 ORAA-IKl 344 95 

INTERNAL HARD DRIVES FOR AMIGA A12O0 & A600 

HAflD DRIVES HIGH SPEED 3 5‘OraVE 15M^.AGCESS TIME |AFPRpX\ 

1 YE AR WAFHANlT KIT COMPLETE AND EASY TQ FIT DRIVES FULLY PREPARE D 
NOTE THAT OPENING YOUR AMIGA MAY INVALIDATE THE WARRANTY. 


INTERNAL DRIVES FDR A12DQ UR SX-1 

£4 M& WITH T'H CACHE 1 14 66 

m MB WITH B4K CACHE ... ... 1HJP 

FSD MS WITH E4X GaOHE . . IE9.Q9 


INTERNAL DRIVES FOH AMIGA AEftO 

44 MB WTH 32K CACHE 116.44 

6D MB WITH ft+K CACHE 1 34.99 

I JO MB VilTH 64 K CJIjCH 9 156.99 


OVERDRIVE V.9 CD ROM FOR A1200 

EXTE Rswl Ct> POw UHlVfi COMPLETE WfTM 
INTERFACE (RLUBE hTO PC MCLfi PORT- FRJWSi 
MQftTEMtSfT+W CD-3ES0F1YJAP€. ALMOST ALL 
FUTURE PEL6A5E5. FHDT&CO. CD AUDIO AND 

discs dcublc speed mllti-ussioh 

DR VE UNIT WITH MOTORinED TRAY lQADINO 
OQMPlFTE WlTHfuTERNw POiMfR SU^H.TXND 
UTFUncE-DRIVEREDSK. AMIGA ATiD CD AUDIO 
can r.r M*EC- 



CD HQM FOR A1200 


TAMEOAMOUSE 
400 *40 DPI, UGH 
Oual Ty MGoSE 

13 4fl 




EKLIPSE MOUSE. 
MlCROSWirCH£0 
KODPI . . . 16 4fl 


L&ae 

3 SPEED MOUSE 
3 SCO Pi 
j micros witchi o 
BUTTONS 

lUfi 



ALFA 
OPTICAL 
MOUSE 300QPI. NO 
MOVING PAR’S. VEPY 
SMOOTH 39.ftft 



DISK & CD STORAGE 
DISK BOX (1 C i 
RlARTK: FLIP TOP £-44 
DISK BOX 1.1 (130| 
lOCKAHL^ niVI0ER5 6-44 

MEDIA LIFE DRAWER 

CaPaCiTy 

3 5' DISKS JC.fl# 

MEDIA L FF DRAWER 

30 CAPACITY CD 14.M 

DELUXE DISK BOX 

HOLD? 1^3 5" HISKS. 
WITH DIVIDERS . . 4f6 


MOUSE MAT YN’h 
SPONGE SACKING 

4-41 


IDLE 5<MT i**" 


! V TTJll 
V. <* ; ■ J: 


CO WALLET 4B W Th 

INDrviCUAL PADDED 
POCKETS OHOLDS ifl^ 
12.99 

CD WALLET H 
6.99 



SOMY KVM 14 QU 14 " FST COLOUR 

SC ART rV.'MONlTOR WITH REmOTECOnTrSL 
HjCMWSRtLTlJMfKi SCART INPUT 

HEADPHONE 6CGKET TWD POftlTICw TII.T BJ.ACK 
TRINITRON SCflELN LOOP SERIAL. FHEE £CAR ■ JEA3 

SONY KYM1 400 IGHEYl T94.99 

SONY KVU1 400 (WHITE.} 1ft4.ftft 

■ftONY KVM1 AOiBL FASTE XT S44 ft6 

SHAftP F4 H OOLdUR f V-iMONITaR I£4«l 

SHARP 14' WITH TELETEXT .1B4.W 

SHARP SCAPTYv-MONITCP WITH REMOTE CONTROL <10 -CHANNEL TUNING 
REAR SCART INPUT CW SCREEN &SPLAY. Cfl-0F B TMJER. ^HEE SCART i.E*C 

™ FREE SCART LEAD WITH TV^s *** 

■iTftt* AMK}A CD® ST. MEQADR-VE Si OR 3. SNES OR 3DO: 

MICRO VITEC 143 B 
MULTI-SYNC MONITOR 

FCP AMIGA 41KKVA4ED CP PC WPTH 
STEREO SPEAKERS AHD AMX5A aDaPTOP 

0 2B DOT PPC^ RESOLUTION IS Rh RGB 
dwiploO Suits All aMCa aga+nD all 
P d SCREEN MCDES TOSYQA. 

1 "VEAR WARRANTY Z9S.9S 

PHILIPS CM 6335 MKJI ...... 1 M .W 

TA'COLOuH MONiTCft path 6uiL r -iN StiHEO 
5PEAKEH3 (REQUIRES LEADi 
VOw TOR 4EAO - IDO TO Cm&Mj Mkm 
MOWT tJR JAG ■ CG32TS CL^B33MKII . 

HCMTORHJAO - A MCA TOCM&tHj Mrill , 

MONITOR IJ£.*D ■ JAOUAH TD CMSB-J3 VKII 
MONITOR LEfiD - aTX- ST TQ CM|60d UKlI 
MC-NlTOttLEAD ■ M DRNE 2 TOCMBS3J MKM 
MCNITOR LEAD M DR VE 1 TO dMH&i} MMI 
MCNITO® LEAD ENES " r O CMM3J MKl-’ .. 




HEAVY discounts Sp^ucd 
HUGE range T 
19am to 9pm Holly 

FREE - 16 paqe tobur catalogue: - jwt phone 

0279 600204 

Ord$f by tax go 927 ? 726142 - well Fax It CQ^Nrm receipt 


r wE™0Nl7 iiJppLYlii mbers iuT you c"anorder‘as yojjoin " 1 

Mflfrhflrs neceirifl -4S-pBS3HEi GofcnK Chib Di-munnv. EoshiMuu 

HkK4un lior otr «vjers ve ' jrc mi unur. Klfl.m: E3a Aarl - ot cauiiont fiQf 
AddlurW sa-ng^ on tap pnftiKis Momiwr:; are urKl9f no fltx KiaiOA (0 anplMftg. 

MEMBERSHIP FEES UK EC WORLD 

ONE YfJft rtMMrNSJ 7,00 i*mj 9.00 ruw 11.00 jt.ooj 

On n jT-t VW SJr SPKk3 rq £160 cl X£ OlXWi j 

A I prices irduck VAT SAd 2-Jwc:rHirg dLiy tivvago 10 UK -minMnd 
Salt-A^rft artd puripnawls Sr# snnl pusr h miirtWQ by WGW Aftda- 
Alow one or two days tor pr^cnssinD and despalch ol s-loc^ Hem5 
We isauG canllrTiatJODS, of S Dide/& r* ceivM 


Ovcr^DHi nntan mu|l On pmd by cr?0<t C6ri£S 

WflrrM-arff or mams.j art only suwHlKl felhe UK Piain^rd 

0 feraeas 5yr0hdrge £2 CO ptr Mam cir bS*a m g<hir ilr-Tis 

RALM 


I |BLUC‘ dA 3 |TfiLS -JKtiHl 

I Nmu & Address 


PDElcoae 


1* Vitir PC ifWH ■J 'LU IIIJM 


PnonE- Nd 


r^a-ofiine 


Eoler iTiember^hi^ number (it appsicabla'I or 

HEW MEMBERSHIP 

Horn 


item 


litem , 

| PbooP use itiis bis Id add any oplioral icsi delivery charge 
I imOiiwffoatOQpMf poflMhamQrEIBMmtg hilhOfdivHj^ 


j ALL PRICES IMCLUCE UK POSTAGE & VAT 
j Cheque.'P O . -'Ac^ e b e-' M a al e rc-a r cL‘ S w 1 1 c h.-' V i s a 


GREIllt C-Aflp 
FXPIRY CATE 


SIGNATURE. 


SWITCH 
JIS4UE NO 


Cheques payable to SPECIAL RESERVE at 
P.O. BOX 847 , HARLOW, CM 21 9 PH 

v i'-t Mnd (hnjf iwl vaI ba naiaNis. Pi«s*-pN> _ a iactoct Qh-diuibJfy 

P’il-j 2T* uMtil |V j v -.tin -.ii -APihlk* pnur -loliliMlKr SA '/ r ■ Sjhmii j .t 4I l.ril -f-vii. pr>;n 

P Pi ICSS COfiPffCT at Time of going td p^ess. axiuw e aq.e 

MdddluE LU ZEAulhftaxE Tl’H hmlR. CMZl 0PG J 
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HUGE range 0 * hatrifiwara, ^nFtw^inf. J 

tM>DK&. peripherals flNd teada lot ,v 

PC, CD flom, Amiga, CD-I?. S«ga. 7A « ^riv«=; flL-S 

NmendQ. Atari, Apfpto. Son/, P i up:; and 

3 DO. All official UK produotB, all at HEAVILY cirse-sMinlee prici-s 

□wfer by p 0 SE, 0 r fay phgn* qw cfarrw ip one ol Ihe Special Reserve 

cr H . ^ CLUB SHOPS iDAttiwfii 

45 Bfoomliield Rd CHELMSFORD near !hr bur. l.iMon 
The Mailings SAWHRIDGE WORTH nsar lhr> Irnm sMlgn 

Over 200,000 people have joined Special Deserve 


CITIZEN ABC 24 PIN COLOUR PRINTER 

FREE WATCH OFFER 14 /I QQ 
FREE PRINTER LEAD 
FREE EASYSTART SOFTWARE 

24 P.14. W COLUMN. 192CPS-B4LQ &LQ«l 
DRAFT FONT, a rtAfl WARRANTY 
The Easy to use fhinter 

ABC MONO Pfl INTER urqhademei 1 M.W 


NEW STUNNING VALUE 




Fr« Walcb Offer 


239,99 


CITIZEN PRO JET IIC COLOUR 
INKJET PRINTER 

5D NOllLt aq COLUMN, 

120 CPS LG DPI RESOLUTION. 

3 SCALEAULi FONTS, LdWPILiNNIND COSTS 
ANQ EASY TO USE 2 YEAR WARRANTY 

ALL PRINTER PRICES sNOLUDE CARRIAGE VAT AnD£R£E PRINTER LEAD 
PANASONIC KXR13G COLOUR PRINTER 2A FIN 3CO ZP* -=4 LQ 
Wl I H FREE YJQP D WORTH WQRD PROCESSOR WHILE SHOCKS _ASJ 1 74 $9 
CANON EU14-5X BUBBLE JE T PRINTER C4 NOZZLE llOLQCPS . IHb.&S 
CITIZEN SWIFT 2QGC COLOUR PRINTER ?4 p N S-lfiCF^ZLQ IBS 45 

CmZEHtWlFTJAftC COLOUR PRINTER 24 c ‘ N. 2M CPSWHJ3 21Sh.» 

CANON 0U-20D EJUU4LE -JL T PRINTER J4BCPS & TYPEFACES ?£ft.ft4 

crojgw TRACTOR FEE D KiT FQH CITIZEN ABC PRINTER M3S 

CfTlIiW PRINTER DRIVER KIT FOfl AMIGA ■ ENHANCES PRINT ... W.BS 
DUST COVER FGR HL COLUMN PRINTER (tLF-AH PVQj , , . 5.64 

PFNNTER STA NO FQP ANY PRINTER LH 

RrBB-DiN 1 BL.AGK .1 FOR CITIZEN £4. 2CO JZ4 24DOR ABC ft 69 
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0 lf I wasn't sitting here, in the 

pretend ed s chair, I would, 
quite literally, kill for this 
issue of The One. It's just 
packed with so many great 
things. No, really. The pow- 
ers that be wanted to 
reduce the mag to 100 
pages and two coverdisks. 
But we said 'Look, powers 
that be, no! You're not On. You may want us to 
make even more huge profits to stuff your heaving 
wallets, but we want more pages for the kids to 
read, and three disks to stick on the front.' And, 
strangely, they agreed. So, it s taken us ages 
longer than normai to write, the coverdisks nearly 
killed us, and getting in the finished version of 
SWOS for review was a nightmare. But hell, it was 
worth it 


Christmas, Christmas, Christmassy, Chris. Who's 
gonna give me an Xmas kiss? Under the mistletoe, 
under the tree, who'd touch lips with a git like me? 
Yuletide, Vuietide, er. Yule-tidy, yule. Who wants a 
ride on my Xmas mule? A donkey is stubborn, an 
onager proud, but Andy's a jack-ass all the year 
round! That's poetry that is. 


More knock-about, slap-stick from the crazy- 
bonkers One team as Matt, Andy and Harry take an 
amusing but clever look back at 1994* Before it fin- 
ishes with them. 


84 UPDATE PRESERVES 

Old People eat dates 'up' at Christmas don't they? 
Helps them go to the toilet, mainly — you know, 
keeps them regular. Our 'Updates' are much nicer 
and look less like greased owl-pellets. 


if you can find a mag with a better deal 
this Christmas then,,, er, well, buy it, 

Andy Nuttall, 
acting editor. 


86 ROAST REPLAYS 

Not much is cheap at this time of year, so when you 
go a-caroling remember to sing Ding-Dong Merrily 
on High — for 'tis my favourite. 


4 FIRESIDE CONTENTS 

With which Yule warm to this festive issue 


6 NOEL'S BOOT SECTOR 

Christmas is coming arid the goose is getting scared 
don't lose your disks in Matt's nancy beard. 


On a spade handle, next to Mr Snowman, who's 
got a carrot for a nose, dad's smelly old muffler to 
keep him warm, and bits of coal for a smiling 
mouth. Crap, isn't he? 


10 GLAD TIDINGS 

Mad Arab Royals pursue street star across Sahara!. 
Shepherd claims: Archangel scared my flock to 
death ! Single mum in lowly stable-birth shocker! 
Frankincense rots your brain — a Jehova's Witness 
reveals all! 


LEMMINGS 3—54 

There's more rodent clicking in the Xmas offing as 
the third installment of Psy gnosis' tundra- based 
tragedy featuring the Arctic Circle's un happiest 
inhabitants, scuttles pell-mell over a big cliff into 
our waiting arms. 


14 COMPETITION 

Be in The Chaos Engine! Two. For Christmas 
And win some things. In a bag. 


16 LETTERS TO SANTA 

What have you asked old fatty for? I bet it 
isn't a big snog. With one of his reindeer. 

20 WiPS AND CREAM 

Whip with us into a cheery frenzy of special 
plum puddingy excitement, with this 
tummy-testing, trencher-trembling, sprout - 
d ro pp ing-s ur re pt icou sly-onto-the-f loo r-for- 
the-dog-who-has-no- shame, toggle box of 
triumph. These are the four biggest unfin- 
ished things since my remarkable pastry- 
making catastrophe with some Cornish 
Pasties on Tuesday. 
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Coverdisks stuff 
Grants Computing 


Please -send faulty coverdisks to; The One 
COvOrdiSh Returns, DlSkxprtsSSp Unit 7, 
Willow Couri, eourion Industrie! Park, 
tSou rion-on-the-Weter, Gloucestershire 
GLS4 2 HQ. Any coverdisk problems sent 
to us will remain unanswered, 


DISCLAIMER; Although we take great 
care to ensure that the iniopmatlon corv 
lalnect In Ihis maganne Is accurate, ml 
Iher The One nor its publisher* can be 
held responsible for omissions, errors, 
misprints or mistakes which may occur, 


No pari of this magazine may be repro- 
duced, stoned in a dala rebievsi system or 
transmuted by any means, electronic, 
mechanical, recoding or otherwise wilh^ 
out the prior permission of the publisher. 


4 ■ EMAP Images 1884 

What doe these bits mean, Andy? 






GAMES FEATURED iN THIS ISSUE 


CHAOS ENGINE 2....32 

Part One of our new series finds Matt J n‘ Andy rapping in the first person tes- 
ticular! Our likely lads took under the Bitmaps' bonnet and get covered in Silly 

String. Pet. 
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SWOS... 62 

They think it's afl over and by thunder it is. At last. 
Matt Broughton reviews the football game we've 
all been waiting for, in its entirety. Ah, but what 
have they done to the Sens! we know and love? 
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108 SMOKED PD ZONE 

All the way from Bonnie Scotland! The 
finest premium slices of smoked High- 
land PD, They're pink, they stink and they're gar- 
nished with mink. Juices. Metaphysically. 

110 COMPETITION 

More fantastic things to do on Jesus' Birthday 
with 21st Century and The One. I don't want to 
spoil the surprise by saying any more, but what you 
have to do is draw a pinball table, which will never 
get into Pinball Illusions because it's already 
finished. The winner therefore gets a nice jacket 
and some games. Swizz. 

112 RECOMMENDED 
STOCKING FILLERS 

Stuck for that last minute gift? Run out of ideas? 
Socks are always good, or a what about a nice han- 
kie? We suggest that for maximum effect you hide 
one or more of these 40 glittering games in them. 
Christmas though — it's just after Martinmas, 

114 NEXT MONTH IS A 
CRACKER 

Literally. Construct your own exploding chipolatas 
with The One this Xmas, and make sure your turkey 
dinner goes with a bang! Er... 



BASE JUMPERS 


CHAOS ENGINE l 


DREAM WEB 


EXTRACTORS 


LEMMINGS 3 


REVIEW 


WJP 


REVIEW 


WJP 


REVIEW 


MARVINS MARVELLOUS ADVENTURE REVIEW 


MORTAL KOMBAT II 


MR BLOBBY 


OVEHLORD 


PINBALL ILLUSIONS 


PIZZA TYCOON 


POWERDRIVE 


RISE OF THE ROBOTS 


ROADKILL 


SENSIBLE WORLD OF SOCCER 


SHADOW FIGHTER 


SHAD FU 


SIM CITY 2000 


SUB WAR 


fOWER ASSAULT 


WHIZZ 


SHADOW 

FIGHTER^.. 24 

It's about dames not planes as 
some of the twinkerbell-iest 
tough ies mix it with macho com- 
pany in this the nicest looking 
beat-em-up you're likely to clap 
dewy eyes on until page 36. 
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REVIEW 


REVIEW 
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ighty six percent? Oh yes 
indeedy! That's what the men 
said {welt Andy J Art Garfun- 
kle' Nuttafl said anyway) and as far 
as we're concerned, that's dose 
enough to a real man to count. Just. 

Yep, weVe managed to get hold 
of the entire first lirol in its, er,,. 
entirety for you lucky chaps and 
chap posses to sod around with, sinv 
ply because we love you. If you think 
l r m going to waste my time and 
effort telling you what you have to 
do when the demo is already packed 
with a full briefing, not to mention 
an on-line information system r you 
can just about blimmin' well sod off! 
Needless to say, there are tons of 
things to blow up P tons of things to 
try not to Wow up r and tons 
of, well, trees really. 

Controlling your 
chopper couldn't be 
easier (said the 
bishop to the 
actress) sim- 
ply rotat- 


ing it and thrust- 
ing it wherever 
you want ffnar 
fnar). As well as tI 
your standard can- 
nons, you have a limited amount of 
Hydra rockets and Hellfire missiles, 
all of which are just itching to be 
released (as Andy said to the hired 
hand ooh er.). 

You can cycle through the mission 
map and information screen — 
accessed with ¥ 10 — to check 
on the individual elements of 
your mission, but I'm sure if 
we re honest with each other, 
you're only going to fly round 
shooting every- 
thing anyway. 

Should you 
come across spare 
fuel r supplies, or 
hostages, simply fly 
over them siowly r and the 
co-pilot will activate the 
required winch or ladder 
accordingly.. And, to finish 
with my favourite phrase. ar.,. 
that's it. 


FIRE Fire 
Selected 
weapon 


UP Thru-St 


FI 0 Op to 

mission 

review/map 


LEFT 

Rotate 

left 


DOWN Reverse 


RIGHT 

Rotate 

right 


space Cycle 

through 

weapons 


LOADING VOUR DISKS 

1. Ding dong merrily on high, 
your lovely disks are calling, 

2. Peel 'em off and slap 'em in, 
these dem's will get you drooling. 
3 Bloody hell they're super. 
Bloody holi r they're corkers 
Bloody hell they really aro the 
best. 

4, And ^od me if I can't really get 
out of this bm without just sort 
of falling apart and not rhyming. 
At all. Er, sorry. (What about 


vest?) 


This is j ally Chi istmasiy, isn't It? 










Merry Christmas to one and all! And what better way to welcome the new year than 
with some storking demos for all our gorgeous readers (oh af right, you ugly ones can 
play them too). Ram these little beauties up yer drive, and get bopping, as Matt 
Broughton drinks beer and screams J Happy New Year!' 


A 




JUNGLE STRIKE 
Ocean 

BATTLE TANKS 
Magnetic Fields 


HOLIDAY LEMS 


BASE JUMPERS 
Rasputin 


SUPER 
SKIDMARKS 
Acid Software 



TANKS 


The spectre of in older gamp appeared each Christmas 


meringue jue 


Jump, you little swine, jump 


The Small Print Bit 

1 Whi st we here at The One make every effort to check the couerdisks 
for all known viruses, we can accept no responsibility for damage caused 
by viruses which may have escaped otir attention. 

2. The One and its retailers are not liable for any un notified changes to 
the contents of the coverdisks which may occur. 
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Acid (1Mb only) 


J ust cast your mind back over 
the last few months, W bat's 
the best coverdisk we've 
brought you? Mortal tfambaf it? Rise 
Of The Robots? AfaddinT The Fancy 
Sensi League? It's too hard to 
choose really Isn't it, and the choice 
is about to get even harder, because 
we've got yet another bugger of a 
corking demo I 

Anyone who remembers Skid- 
marks will know that there really is 
nothing to beat the sheer fun 
involved in skidding around these 
brilliant tracks at high speed, Weil, 
whether you're an A 1200 or 
A500/600 owner, you're about to 
have your pants pulled right down.. 
This is an absolute exclusive, not to 
mention an absolute cracker! 

Options r R' Us as far as this demo 
goes, with the choice of 1, 2, 3 or 
four player simultaneous play, using 
joysticks and keyboard controls. 
Within the 'Select Players' menu you 
can a I so cycle th ro ug h d t f feren t ’ 

colours as well as single or spirt- |.fe 
screen views, if you're playing , 
either in single screen mode or * 
with all four players human N \ 
(which defaults to single screen) \ \ 
you'll work on the 'Micro Vi| 
Machi nos 1 theory, where any piay- Tp 
ers left behind will be shunted for- 


ward, but suffer a time penalty. 

As the race progresses, your posi- 
tion will be displayed above your 
car or should you come to the start 
line, your time for that lap. Though 
this lap has been specially created 
for The One t you can get another 
variant simply by using the direction 
chooser in the Options menu. This 
menu also allows you to select how 
many laps you want per race as well 
as the speed/difficulty level. 

The program will detect an A1 205 
and adjust the graphics and options 
accordingly, but all you AGA 
users can expect eight Mini A 
Cooper rally excitement, JM 
along with smoot her play al I m 
round. Are we good to you m 
or what! 

Once you've set every- 
thing up, just press the start 7 
button and away you go! 


UP 

Used with menu 


RIGHT 

Rotate 


LEFT 

Rotate left 


DOWN 

Used with menu 


It's motoring Miftoadrt 
and othe-r Words begtfenj 
with iVf Mol l ecul ar r for 
sample. 


Due to the large number of dupli- 
cate disks made, the occasional 
one sods up good n‘ proper, If 
youTe unlucky enough to get one 
of these, please except our hum- 
ble apologies, but PLEASE DON'T 
SEND 1H£M TO US! Instead, send 
then to this address with a SAE 
for 2£p; 

The One Coverdisk Returns, 

Disk* press. 

Unit 7 h 

Willow Court, 

Bo urt on Industrial Park, 

Bou rton - 0 n-The- Water, 
Gloucestershire GL54 2HQ 
Once you've done this, eat too 
much turkey and wart until your 
replacement disk arrives. If you 
think that your problems can be 
solved down I be phone, call the 
Drskxpress helpline on {0451) 
S1Q?8£ between 10am and 5pm 
on weekdays. Hand in hand is the 
only way to land, and it's always 
the right way round. 


At me very last minute, Rasputin Software called us with 
a dinky little demo of their new platformer Base Jumpers 
from the author of Jet Sfrj'lre, The idea; is to get your tittle 
blokey (or Base Jumper) to the top of the tower, negoti&t 
ing traps and monsters as you go. Get to the top, and 
you'll get the chance to participate in one of the world's 
most exciting sports.,, er, jumping off a building. 

We haven't got much space to describe it he re, but if 
you turn to Matt's review on page 52, you should get 
most of the information you need. Other than that, enjoy 





ACTION 


Unique training mode with specially armed puppet- 
Thc Macabre Fuffaz. 


17 Characters to fight. 

EXTRA S FIGHTERS AVAILABLE IN EARLY ^ $ WHICH 
MEANS, a. 

...Mure fighters than anv other amiga beat + em up 
At least different moves per fighter, 

BLDDD OPTION DURING MATCH FDR ULTRA VIOLENCE. 


Available on: 

Amiga 5 DD/ 60 Q; 0 UT NOW, 

1 2QD AND CD32 COMING SOON 
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TWO WAY 

RACE NOW FOR 

COMMODORE 


ould it be tJh^t the battle for 
SI Commodore is nearing Its cN- 
max? After months of stale- 
mate, the process has been cranked 
up again by a flurry of activity from 
a new bidder, US-based Creative 
Equipment International. 

CEI is already involved in the US 
Amiga market as a distributor of 
A1 200$ and A4GQQ*. ft is reported to 
have lodged Si million with Com- 
modores liquidators as a deposit on 
its bid to fake over the company. The 
cash is non-returnable if CEP wins the 
battle. In other words, once the deci- 
sion has been made there J s no going 
back for CEI. 

So now ft's a straight race 
between CEI and the UK consortium 
headed by the Maidenhead team- 
The Americans have said that r if they 
win, they will start a new company 
to handle the British market — the 


world s biggest Amiga territory So 
there. 

Commodore UKs team is still con- 
fident of victory in the courts, They 
must be getting a bit fed up with the 
wait though, 

* Accusations that Commodore 
UK has repackaged and sold faulty 
machines as new have been rejected 
by the company and have come to 
nothing. 

The computer trade magazine 
CRN printed the story in November 
as a shock exclusive. But Com- 
modore's joint managing director 
Colin Proudfoot countered the 
claims by saying that ft is common 
practice among electronics compa- 
nies to repair malfunctioning hard- 
ware or rescue working parU. 
JJ We re clearly not going to throw 
them away/' he said, And that was 
the end of that. 


ands up who r s already lost 
more than 1 0 quid taking 
part in that bloody stupid 
lottery thing. Yeah, us too. So what 
system did you use? Birthdays? 
Price of Twix? Number of Weeks at 
number one for Bryan Adams? Well 
let s be honest, with odds of 14 mil- 


Nationai lottery Randomizer (catchy 
title huh?),, Is really nothing more 
than a random number generator, 
but at least you no longer have to 
waste ages thinking up tons of 
obscure mystic r numbers to waste 
your beer money on- Simply press 
the button, watch the numbers cress* 


lion to Ortfc, it really doesn't matter, themselves of f, make a note, and 


does it, 

Well forget all that, because 
thanks to the power of PD soft- 
ware, your odds are about to 
improve- ¥es r the first of a new 
breed of lottery prediction pro- 
grammes have arrived, and being 
a total plonker, rve decided to 
waste even more of my luncheon 
vouchers testing it out- 

The first of these packages. 


then waste your entire lunch hour 
queueing in some dreadful Nttle 
newsagent behind a total dweeb 
who's been sent down with the 
entire offices' entries. 

The second program, lottery Win- 
ner A&A, is a bit more scientific, 
requiring you to enter the results 
week by week, It then uses various 
proven algorithms and probability 
calculations to make predictions. 


You won t even get a guess out of 
it until you've input at least four 
weeks' Worth of numbers, and 
guarantees best results after about 
seven weeks of data. Both of these 
programs are now available from 
Online PD, whose address can be 
found on page 109- Good lucfc- 
Suckersl 
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S omething racy has come out 
of Tunbridge Wells at last. 
Newish company MPEG has 
entered the Video CD market with 
a fistful of naughty CDs which it 
brackets together under the Heat- 
wave label. 

Those lucky One readers with a 
CD32, a digital video cart and a 
birth date before 1976 are free to 
snap up Summer Games, One In A 
Million, flack To The Orient r flack 
To Melrose Place, and Quantum 
Deep. All £19.99 and every one as 
mucky as mucky can be. MPEG h 
lining up 30 more for 1995- 
Younger readers, female read- 
ers and those of a devout religious 
persuasion will ha veto be content 
with Funtime . a range of kids' 
video CDs, which comprises three 
instalments of Shoe People adven- 
tures. Er x great, 


NEWS 




STOCK 

SWOP 

T he multi-coloured swap 
shop (where are you now 
Cheggers?) may have 
gone to the Seventies graveyard 
with Kenny and Robin's Nest but 
its spirit lives on, Mitroplay, an 
American -owned company,, has 
just Eaunched its first part 
exchange store in the UK. 

The shop, in Shirley, West 
Birmingham, offers customers 
the chance to sell back their pur- 
chases for cash, or for another 
game plus cash. They don't have 
to buy their games from 
Microplay. 

It's not the first experiment of 
its kind. Part exchange has been 
tried before, Trouble is, such 
stores usually attract the atten- 
tion of lawyers working for 
games companies. Part 
exchange is a legal grey area. Is 
it rental by another name? If it 
is, many publishers don't want 
it. After all a game could be rent- 
ed hundreds of times but the 
publisher doesn't get a penny 
more. But the attitude to rental 
is changing now, so fvlicrdplay 
might just have timed its open- 
ing perfectly. 


STAMFORD BRIDGE IN 

TROUBLED WATERS 


C helsea FC has launched an 
attack — but sadly, for vic- 
tory-starved inhabitants of 
The Shed, it"* not against anoth- 
er Premiership side, but their old 
sponsor Commodore, The dub 
says it is owed £119,000 by the 
company whose name it earned 
for nearly seven years, because it 
reached the 1994 Cup FinaL 
The football dub says the con- 
tract between the two included a 
clause that Commodore would 
have to pay a premium in such an 
event. It argued that the publici- 


ty would be so great that its spon- 
sor should shell out the extra. 

Commodore is fighting the 
claim. The company thinks Chelsea 
is being extremely cheeky given 
that it was sent just a few tickets 
for the final and had to pay oth- 
ers. In general there's a belief I hat 
ever since 1987, when Com- 
modore paid £1.2 million for the 
deal, Chelsea has done little to 
help its sponsor. The row has 
come at a terrible time, of course, 
with everyone's minds elsewhere 
— on the buy-out. 


F | ive LutasArts classics are 
about to embark on their 
most daring adventure yet - 
the one into bargainvilfce. 

Kixx, the budget label of US 
Gold, has unveiled a classic collec- 
tion comprising five hit games from 
the state of-the-art Californian 
developer. The Secret Of Monkey 


Island, Indiana Jones and The fast 
Crusade. Zak McKracken And The 
Alien Mindbenders, Loom and 
Maniac Mj'ssjon have all been bun- 
dled together in one scrummy 
pack which is yours for £29.99. If 
you bought them individua iiy 
you'd be £45 worse off. 

But if games from one of the 
world's most esteemed special FX 
houses don’t appeal then Kixx has 
more to tempt you with, For the 
same price you can have the Del- 
phi ne Software Classic Collection 
comprising Flashback, Another 
Worlds Cruise For A Corpse, Oper- 
ation Stealth and future Wars. 
This time the saving is a plum p- 
tious £66 ! 

Kixx hasn't forgotten CD32 
owners. Its first releases on the 
format are due out any day. They 
are James Fond 2- RoboCod, Glob- 
al Effect, Brutal Foot bad and 
Morph. Each is priced at £9,99. 


"When flirt you List we your 
fiithn , T rl ? 


EXILE'S 

RETURN 


J ust when it seemed Exile 
had been forgotten and 
presumed dead, a group of 
scientists disappeared with it into 
a laboratory and made it bigger, 
stronger, better than before I Yes, 
Audiogenic is preparing to re- 
release the space adventure 
which was so popular on the 500 
a few years back. The company 
has admitted that despite its 
great gameplay Exile was let 
down by unspectacular graphics. 
The new version, out in the new 
year, has been graphically 
revamped for A1200 and CP32 
with their glorious AGA chips. 

For those who missed out first 
time round, Exile revolves around 
the activities of a missing, pre- 
sumed dead, genetic engineer 
called Triax who isn't dead at all 
but hiding out on the planet 
Phoebus. What's worse, he has 
built a new lab and captured a 
colonisation party to be his 
guinea pigs. Your task is to kill 
Triax, defeat his mutant army 
and rescue the kidnap victims. 




W e may flirt with glam- 
orous newcomers, but 
for many, there's no soc- 
cer game quite like Kick Off . Cast 
your minds back to your first 
encounter with the tops of the Kick 
Off players' heads and if makes 
you feel quite nostalgic, doesn't it? 

Prepare yourself,, then,, for Kick 
Off 3 — European Challenge. 
Anco's latest version of the game 
offers a staggering number of fea- 
tures. The theme is international, 
so there are 96 European teams 
and 24 from the rest of the world. 
These teams comply with our ideas 
of how Johnny Foreigner plays 


football; Le. Italians are strategic 
and defensive, Spaniards are reck- 
less and flamboyant, the Dutch are 
cheating swine etc. 

Teams are Improved by choos- 
ing imaginative combinations of 
players. In Kick Off 3 there are cer- 
tain players with unique skills. A 
target man, for example r is great at 
headers and should therefore be 
selected with wingers. 

Other interesting features 
include a practice facility, in which 
to hone your passing and close 
control, 40 set plays for corners 
and free kicks, and options setting 
to allow novices to enjoy the game 
immediately. Of course, there's all 
the usual stuff too — crowd nois- 
es, team talk, match facts, slow 
motions, replays etc. 

Kick Off 3 is available on the 
At 200 any day now priced £29.99. 
The A50G version is yours for 
£24.99. 


NOT ON YOUR 

TELLY! 


M irage and Time Warn- 
er have got just what 
they wanted to make 
their Rise Of The Robots TV ad 
campaign a success: A ban. 

The Broadcast Advertising 
Clearance Centre has banned the 
commercial from transmission 
during religious and children "s 
programmes. The problem- arises 
from the rebellious (Time Warn- 
er calls it In-yer-face 1 ) flavour of 
the act One scene has a bunch of 
robots gatecrashing scenes of 
fifties dancing and gaiety, along 
with with the line "you can't 
dance with broken legs". Anoth- 
er features the booming pres- 
ence of Military Droid who 
taunts: "Are you religious?" 

The publishers have sent a 
defiant message to the censors. 
Time Warner's Jeff T awney said; 
Ji |f people find if offensive,, that's 
tough. Our customers love it" 


here iLthi 
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* Amiga- starved shoppers 
have been shewing out for 
SDL's CD3 2 bundle Critical 
Zone as if their lives depended 
on it. The seven-game packs, 
launched in November, quickly 
sold out their first batch. Run- 
ning out of stock is the the best 
kind of headache for a distrib- 
utor- An exuberant SDL saidl 
that Critical Zone was just 
about "the only hardware 
available at the m omen t"... 

Talking of "everything must 
go", look out for some tempt- 
ing bargains winging out of 
the Psy gnosis wa rehouse. The 
Liverpoohbased publisher has 
decided to get rid of unsold 
back catalogue games in a 
massive clearout. There are 
about SO titles to choose from 
- stuff like Lemmings, Micro- 
cosm, Second Samurai and 
Shadow Of The Beast — and 
prices range from £4.99 to 
£9.99. Psygnosis says the plan 
is to give players access to 
some daisies at affordable 
rates and to clear the deck for 
next generation" 1 products to 
be launched... 

No such bargain price for 
Rise Of The Robots, Gut that 
hasn't stopped thousands of 
you queueing up for it. In its 
first week on sale the CD 32 ver- 
sion of this much-hyped beat- 
em-up was the second 
biggest-selling CD game in the 
UK (behind the Mega CD's 
Mega Race), You just can't 
keep the Amiga down... 

Whatever you think of " net- 
surfers'' — crusading cyber 
warriors or sad d os whose key- 
boards are their girlfriends — 
there's no doubt the Internet is 
bursting with activity. The lat- 
est new arrivals include Games- 
master, which is asking viewers 
to give their opinions of the 
show even while it's on air. and 
record company Go -Discs 
which has set up a site featur- 
ing artists like Paul Weller and 




TEAM 1 7 WORMING 




hen we 
found 
that the 
W boys at Team 17 have 
,^T Worms, we made a men- 
tal note not to nibble any 
of the free pork sand- 
wiches next time we J re up 
in West Yorkshire. 

But no, it turns out our 
complimentary lunch is 
quite safe. l/Vorms is in fact the 
latest project from one of the 
Amiga community's favourite 
developers. Described as a cross 
between Cannon Fodder and 
Lemmings It here's a wacky com- 
bination!) it's basically a story of 
kilt or he killed, but have a laugh 
in the process. 

Up to four worm batallions 
seek to make fish bait out of each 
other in a multi-directional 
scrolling landscape with a variety 


of weapons of death. 

Apparently these ^ 

include bazookas, 

dynamite and 

grenades. Among the 

wittier touches Is the 

ability to scarper (via a 

tunnel) when things 

get a little hairy. The 

winner is the pLayer 

with the worm left 

standing. Or should 

that be wriggling? * #J “ r ™ 

The game will be ready by April 
1995 on 1200 and CD32. Expect a lot 
of poor-quality worm puns like 
Wormlnator2: Judgement Day, And 
don't say we didn't worm you 
But just when we thought Team 
17 couldn't gel any more silly it 
went and told us about Pussies 
Gatore. This platformer, to be 
released in March on 1200 and 
CD32 r is set among the kittens of 


Killf*r-kat7 8 out of It 
owners said ii 
seemed a hit unlikvy 


t 

Of 10 
aid it 

l. : a, V 


this world. The drama is sparked 
when, wait for It, a record is 
released by Evil Eric which, Black 
Sabbath style, sends its listeners 
into arms of Satan himself. 

You play Boris, unaffected by 
Eric and the Prince Of Darkness, 
and on a mission to get the devil 
out of kittenkind. Silly, yes. Gut silly 
with parallax, 50 f rames-pei-sec- 
ond and a BA-colour play screen. 


jdi\J £ rj Uj'J-riMS 

CLOIIH 


'‘Ship calling Eii-rth 


C onsidering the noise 
Gametek made about 
Frontier,, it F s being sur- 
prisingly quiet about the 
forthcoming Frontier: First 
Encounters, Well, we've got 
some pictures to tantalise all 
you would-be explorers with (PC, 
! r m afraid)* not to mention a bit 
of blurb, so pin Hr em back and, 
or... check your input, 

Set in pre-frontrer days (i.e. 
before the colonies and territo= 
ries were established) First 
Encounters sees the welcome 
return of the Thargoids — the 
original baddies from Eiite. 
Apparently, the presence of the 
aliens starts off a series of esca- 


The Beautiful South. Users can 
access short audio dips, pictures 
of sleeves, and background infer 
motion 


. Still on music, news has come in 
of Mortal Kombat the album. Only 
on sale in America, this dubious 
sounding collection comprises 10 
tracks by the Immortals, each one 
based on an character. Ice-T 
and Vlnny Jones must have been 
otherwise engaged. 


j. 


lating rumours — not all of which 
are true — and the only way to find 
out what r s really going on within 
the game is to buy subscriptions to 
on-line journals (sort of e-mail 
meets newspapers). 

David Bra ben (frontier's author 
and programmer, in case you didn't 
know) said: "There's a huge range 
of missions and various routes to 
pursue. The important thing is that 
the main thread of the missions is 
much more hand-coded than it was 
before. There's an adventure side to 
it really, with a few blind alleys for 
people to find and enjoy/ 1 If anyone 
knows what any of that 1 s supposed 
to mean, would they please contact 
us. (Competition not open to any- 
one from Gametek). 


O (— )Cannon Fodder 2 
(Virgin) 

O H Mortal Kombat II 
(Acclaim) 

0( — ) Football Glory 
(Black Legend) 

O ( — ) Premier Manager 3 

(Gremlin) 

O ( — ) Rise of The Robots 
(Time Warner) 

Q { — ) Tower Assault 
(Team 17) 

O (6) Guardian 
(Add Software) 

0(*) UFO 

(Micro Prose) 

0 (3) Super Stardust 
(Team 17) 

0 (4) Club Football 
(Soft war# Business] 
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Available for your 

AMIGA A500, A600 t Af 200. 

“ Tlie best B° lf 0 ame ever in the history of all things" 

'A AMIGA POWER Nov ‘94 

If you only buy one golf game this year, then this 
should definitely be it - Ocean have come up with a 
new clear leader in the field” AMIGA ACTION Dec ‘94 
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YOU HAVEN'T COT 
ANY RIGHTS AT ALL 

All copyrights and' intellectual 
property rights in the demo will 
rest end u si vely with The Bitmap 
Brothers, no matter what ele- 
ments of your idea they may 
incorporate, they will not be 
paying anybody anything for 
any idea which they might use 
in the demo, and they reserve 
the right to modify the winning 
idea in any way they deem nec- 
essary to fit in with the game. 
These modifications will be 
entirely at the discretion of The 
Bitmap Brothers, and no corre- 
spondence will be entered in to 
with any third party regarding 
such modifications. And that's 
that. So, er, there. 
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LETTERS 



Despite the flood of correspon dance which has drowned Spunky my pet Arte Caw, I have 
decided to kill Pat and Jess anyway, because I didn't like the way they were always so 
chirpy. The Reverend Timms is next, and if I don't get sack-fulls of Christmas Cards then 
Ted Glenn will get his as well; I am sending one of The Twin's ears so you know l r m not 
bluffing. Write letters to; The One, 30-32 Farringdon Lane, London EC1R 3 All, 



As IS tra* 
d 1 1 i o n a I 
with our 
Git of the 
Month, we 
have reprp' 
duced the "win- 
ning' letters exactly 
as we received it, typographical 
errors, grammatical mistakes, dodgy 
spelling and all. Though you might 
not notice (sigh), 

SENSIBLE SOCKER 

Dear The One, 

I think your view about Sensible 
Socket being better than Football 
Glory is way out of line. You cannot 
control the ball properly in Sensible 
socker you only have one choice of 
action replay, on Football Glory you 
have three Football Glory has got 
Great Atmosphere brilliant playabil- 
ity and Great Sound affects and 
Great Graphics, all much better than 
Sensible Footballs offering. Football 


Glory is Miles Betterl Yours sinserty 

Dean J Ashby 
Scarborough 


SO FOOTBALL GLORY 

Dear The One 

I have being a keen fan of football 
games for my At 200 since the first 
day I bought my first football game 
Sensk After this game I have bought 
many other soccer games such as 
Kick-off J. 

Now I have just bought the best 
football game yet- Which you said 
doen't even compare to Sensi. Well I 
think its a hell of a lot better. Its 
funny and good fun to play. 

So football glory in my eyes takes 
the Sensi Crown hands down, 

Wesley Webster 
Scarborough, 

No it doesn't LVes. What is it about 
Scarborough though? The endless 
golden sands? The spooky castle on 


the cliff overlooking the sea? The per- 
manently, devil-may-care, holiday 
camp atmosphere? The interminable 
drizzle , The rock? I don't know what 
you thinks but l call it damn fishy 
when two letters from young shavers 
arrive in the same post praising Foot- 
ball Glory to the skies , It's more than 
odd and I smell a conspiracy l can 
imagine the scene: two young 
blades, Deano and Wes — you know 
the kind scruffy , uncouth , crap at 
games — try fo get in with the trendy 
'in-crowd' at school by playing Sensi- 
ble Soccer. But they're not very good 
at rt so many of the bigger, more tal- 
ented boys laugh in their faces and 
stand on their shoes. 

Sou naturally, the two lookers get 
on their mountain bikefets f and 
decide fo form their own renegade 
(no pun fa fended) band of other- 
footy game followers „ They choose 
Football Glory because some sections 
of the press have said it's similar to 
' the other game'. They piay it fo 


death, making sure that they're the 
absolute world's best and then try 
to recruit other disciples to the way 
of Football Glory, but of course , 
nobody listens, so they decide fo 
write In to Britain's Most Amus/ng 
Amiga Games Magazine t and when 
they get no reply , they write to us 
instead . G/ts 

Actually, we have no right to say 
these things, do we. it's unfair ; 
you're both entitled to your own 
opinion even if it's wrong .Sens!, is 
quite s imply the best footy game 
around and no amount of carping 
from some god-forsaken spot in 
Yorkshire will make us think other- 
wise. And anyway , we d listen to 
you with slightly more sympathetic 
ears if wed received any similar let- 
ters, But no. Not one. Not even, as 
Harry would say, a sausage. 

So by way of conclusion, have 
this 'Yar" r a 'boo', a 'sucks' and a big 
fat *Nyah-nyah r nyah-nyah-nyah\ 
into the bargain. 


TOE JAM 

Dear The One, 

Komissar of Khaos, Chair of 
Demonology,, All hail Khaotica! 1 am 
writing to you because I am in need 
of an Action Replay Cartridge MKItl 
but I just can J t get hold of one, 

I need rt because I like to be a low- 
down dirty scum/toe jam sucking 
cheat, 0 prefer scum). 

Yours sincerely 
Deadlock (defiter of angels, psychic, 
layabout , cheat with honours J. 

PS. Can | p lease have the spell that 
you use to make spelling mistakes 
and be quite humorous at the same 
time. 

PPS, Your magazine is the crappest I 
have ever seen, keep up the good 
work. 

What a pile of Khrap you do 
s peak, young Deadlock, What's 


your real name? Norman, perhaps? 
Or maybe it's Colin, Perchance you 
were picked on at school , though, so 
HI forgive you for your strange 
deviance on this occasion. You can 
order a Replay Cart, incidentally, by 
ringmg Datel on 0732 744 70 ? . 


JANET STREET 
PORTER 

Pear The One, 

Firstly I would like to say how great 
your magazine is, but sadly the same 
cannot be said of some of your read- 
ers, particularly Ludwig Ledbury. The 
word 'Pants' does not mean that 
something is excellent, it is in fact the 
exact opposite. So to say something 
is 'Pants" means that it F $ crap. And 
what, pray tell, Is Yoof Culture? Who 
does he think he is, Janet Street 
Porter? 

Anyway, I have a few questions to 


put to you, 1). Do you know any- 
where that may have a copy of War 
in Middle Earth? 2), Will Lords of Mid- 
night or Doomark J s Revenge be com- 
ing out on the Amiga? 3), Is life mere- 
ly a dream and all people pieces of 
cheese the night beforehand? 4) Has 
Kevin Keegan got no positional 
sense? Forgive the letter, but I am a 
student on an Arts degree. Keep up 
the good work fellas. 

Andrew Rigby 
Sunderland 

PS I am only writing this letter in 
defence of the word Pants" because 
it is such a top word to use in society 
and therefore, Ludwig, you are a 
whopping pair of pants, 

While agreeing totally with you, 
Andrew (tike name by the way mate) 
about the so-called Mr Ledbury being 
an utter pair of pants, I will confess 


that l am a little confused as to the 
new meanings aegurred by the word 
pants as there seem to be several 
regional variations. The great thing 
about words (and particularly English 
ones), however, is that they can pos- 
sess many meanings. Layers of mean- 
ing or resonances are built up over 
time through usage. The sad thing is 
that many words bse their original 
meanings or acquire new deposits 
('gay' is a much quoted example) 
which restrict their usage. This is not 
likely to happen with 'pants', which 
now, by my calculation has four or 
possibly five meanings. There are two 
obvious ones. Being Out of breath 
and an undergarment Ah, bur which 
are the others? I tell you what a soft- 
ware prize to the reader who comes 
up with the five correct definitions of 
the word " pants \ Write to The Pants 
Drawer, c/o The Letters Page. By the 
way, the American useage (as in 
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^outers) does not cowrit, as l am par- 

- cutarly annoyed with TeSCOS at the 

- Dment for using signs saying Take 
z r amcheck f when they have run out 
of an item, Do they know what a 
■j n-check is? Why are they using this 
zhrase when 'Temporarily out of 
rxk' was perfectly adequate for the 
Durpose. f hate them . 

YOU 5HOULD BE 
ASHAMED NEIL 

Dear The One, 

am an agreeing reader, (eh? what 
ooes he mean, i hear you say) r 
necause you answered that J git H very 
veil. I think his name was Neil 
lows ins. His game wasn't even good 
enough to be a spectrum classic (no 
offense to Sinclair). Charfie J Coo i 
sounds like something a five year Old 
■nought up and if you call those 
y^meshots At 200 then you should be 
j shamed — take a look at Virgin's 
excellent Aladdin and compare it to 
jom game, Neil. 

Anyway, last month's MKII 
co , erdisk was good, but compared to 
the graphics I'm used to, (owning an 
a ■ 2Q0 and everything), were a bit 
i . >or, so will there be an A 1200 ver- 
s on 1 Oh and Bjork smells like last 
reek's garbage. 

Ravi Ahfuwaiia (aged 14J 
Sittingbourne 

PS Enclosed «s a nice piccy of 
Agrabah Fighters'! 

Jr pat picture Ravi r and one which 

- -capsutates our feelings on he mat- 
ter quite nicety as well. As to your 
other question, MKII will he available 
an the A i 200, though there won 't be 
specific AGA version r I'm afraid . 

RUMOURS 

Dear The One, 

am thinking of purchasing an Alt 2 00 
but have been putting it off because 
the rumours about Commodore 
going bust and selling out. Can you 
■~ I me if these rumours are true, and 
a nether Commodore will stop pro- 
ducing games for the Amiga, And will 
me 1200 live on? 

Scott Walker 
Garmouth 

PS Vour magazine is one of the fun- 
nest around and brings a touch of 
numour to my house every month, 
keep it up. Also, what's Matts 
Mvourite Group and r what is the 
-ame of the group he is in? 

Well Scott, we at The One uricfensfand 
. 3ur confusion about the situation 
j f Commodore, but a Wow us to dear 
up a few of your misconceptions. 
Commodore actually went bust some 
: me ago. What r s happening now, is 
that the peopfe who ran Commodore 
UK are trying to put together the 
rash to fund a management buyout 




LETTERS 


about the subject of rude things* I 
even take your point about the iittie 
yellow stars — but I happen to think 
that cans of beans took nice and 
pretty with their spiky patterns and 
crazy labels. But I draw the tine at 
discouraging kids from reading The 
One — because after ait, Dan, we 
need ait the readers we can get . 


WE ARE NOT 
FRIENDS 













Deaf The One, 

Having read the letter from MG, the 
porker from Wales, I real! had to 
write in and let people know how 
stupid some of them are! I have one 
living! nearby and while he does 
always acknoledge me, we are not 
friends. He recently bought an old 
600 and a new 1.5 drive which he 
planned to fit himself. 

Anyway, he came over one night a 
few weeks ago„ and knowing that I 
repair computers, asked If I had any 
ideas, why his hard drive wouldn't 
work. Here's the funny bit the silly 
person had opened up the computet 
found the cradle, screwed the drive 
to it bunged it back onto its locating 
holes and put the top back on. He 
then spent the next few days trying 
to install his workbench disk onto it. 
He had overloked a vital piece of 
hardware, the little piece of hard- 
ware, the little cable that connects 
the drive to the interface, what a 
****head!l 

As it turned out he had even 
thrown it away with the packaging 
and had to get another (chortle). 

This is such a good example of 
how thick you need to be to qualify 
for the police force these days, it r s 
very worrying. I thought Matt's com- 
ments in his reply were admirable 
and very amusing (though not as 
amusing as mine — Harry.) and I am 
sure that thousands of people will 
agree. 

Well I had better stop now and get 
on with some work, thanks for the 
great mag and don't let the M.G's of 
this world get to you! 

ion Someone 
Northern England 


PS Please don't print my full name 
and address as I may end up getting 
a good hiding. 


Marvelous anecdote , ion. ft reminds 
me of the hilarious time this screw- 
driver wanted to tap into a Rim Ram 
Rom disk drive with a soldering iron. 
The damn foot had got his dongle 
caught In the HO port * How we 
laughed! By the way, it'll be £W each 
piease not to divulge your where- 
abouts to a certain tittle piggy. To 
borrow { promise we'll put it back} a 
phrase from er, I think it was on 
Cracker the other night 'We know 
where you live \ 

Ta f ta . John. 



uestions 
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OVERDRIVE? 

Dear The One 

1}. J bought an Overdrive CD-ROM 
for my At 200 recently on the 
understanding that it would play 
most CD32 existing titles. Could you 
please name some ! good ! titles the 
A1200 CD-ROM will! read! that 
there aren't A 1200 versions for 
already! 

1). Will the A12O0 CD-ROM play: 
Inferno , Rise of the Robots, 
Reunion, Mega Race , and Heimdall 
2 in CD format? 

3). Do you think better emulation 
software will be brought out for 
the CD ROM which will work with 
the Overdrive CD? 

Dave Brook 
Huddington 

1) , t r m sorry, but at the time of 
writing indi, the distributors of the 
Zappo CD drive , were unavailable 
for comment Seems they were 
' busy a term which we, as a mag- 
azine on a right deadline, are of 
course not familiar with. 

2) . Sadly, the same answer as 1 . 

3) . And again, the big 7 says it ali 

GROVEL GROVEL 

Dear The One 

I have recently just purchased my 
long awaited Amiga 600 and decid- 
ed to buy your mag. It's EXCEL- 
LENT!! the cover disks are brilliant,, 
especially MKII and ROTR. I would 
like to say your mag is the best and 
\ will plan to buy it every month. I 
will also persuade my mates to as 
well. | can't fault your magazine in 
any way and hope you will answer 
my questions: 

1) , What is the point of an external 
disk drive and is it worth getting 
one? 

2) , What's the difference between a 
HD Amiga 600 and a normal one? 

3) . What five games do you think l 
should buy next? 

4) . And finally if you were stranded 
on a desert Island which five things 
would you take with you? 

B Maguire 
Essex 


I}. You know how some games 
come on one disk , while others 
need two or more? And you know 
when there are two Or more, you 
often need to swap them? Rights 


the point of an external drive is so 
that you can put disk one /n as nor- 
mal' and disk two in the second 
drive , and you won't need swap 
them any more f Beware, though , 
because some games aren't pro- 
grammed to recognise the external 
drive; and while in our opinion the 
programmers of such games should 
be taken out and shot, at least 
most mufti-disk games do, 

2) , An A60G HD has a disk drive 
built into if, whereas a 'normal r 
one, er, doesn't 

3) . Theme Park, Mortal Kombat II 
SWOS, Zonked! and Charlie I Cool 
(ha, ha, ha) probably mate, hut as 
we don't know what you've 
already got it's a bit hard to advise. 

4) . Matt will take a guitar. Pink 
Floyd's 'The Division Belt' (and CD 
player) t A Dallas Cowboys cheer- 
leader and a Slush Puppy machine . 
Harry says he ll have HMS Ark 
Royal , a helicopter, a nav<om satel- 
lite, Liz Hurley and some chips. 
Andy has asked for a Chameleons 
album r a pen, paper , a slice of cher- 
ry pie and Joanna Lumtey , 

UPGRADES? 

Dear The One 

1) , Does 51VOS have any digitised 
section of when you win the cup or 
league, because in the first game it 
was incredibly frustrating because 
it just said in writing 'Liverpool win 
the Cup' after ail that effort! 

2) . This is what some specs should 
feature in the new Amiga: A dual 
Speed CD ROM, 27 MHz Clock- 
speed, IS bit, 16 channel PCM 
Sound Chip, 64 bit Processors and 
architecture and 3D rotation and 
Sprite scaling chip. What do you 
think? 

3) . Do you think the Amiga will be 
able to compete with the likes of 
Nintendo, Sego + Atari in the 
future, technology and games 
wise? 

4) . If a new Amiga comes out with 
a better spec than the A1200 
(which I've got), would you suggest 
me and other people who have got 
it upgrade? 

5) . IVe got Rise of the Robots and 
ifs FANTASTIC! 

Have a very Merry Christmas and 
a prosperous and happy new year! 
to you and all The One readers. 
LONG LIVE THE AMIGA!!! 

Sylvester Williams 
Thornton Heath 


7JL No, it's the same o id message 
as before. Anyway, what're you 
reading this for — fake a look at 
Matt*s review on page 62. 

2). Hmmm. Sleep, lunchtime f get- 
ting the mag fo the printers on 
rime, getting a haircut and Psyg - 
nosis delivering Lemmings 3 fate. 
That just about sums up my 
thoughts for the moment 
3}* Ah, a good question. The new 
Sega and Sony (which you didn't 
mention } conso/es are looking very 
hot indeed , so Commodore will 
need to get ifs act together on the 
new technology front pretty 
sharpish to keep up. Atari's Jag is 
good, but not as good; while Nin- 
tendo's Project Reality is, in reality , 
a long way off [ Perhaps they 
should re-christen it Project Virtual - 
ly. So the answer is, if Commodore 
sharpens up its art yes ; if not, er, 
no. 

4) . A few s mail problems here , Sylv. 
The price , for one, and exactly what 
new capacities the machine would 
have, if it existed r which it f of 
course, doesn't. So, er, maybe ■, 

5) r No it isn r t See page 76. 

MY QUESTIONS 

Dear The One 

I own an A1200 and was wonder- 
ing could you please answer my 
questions? 

1) Does Sim City 2000 really need a 
hard drive and 4Mb of RAM or can 
you use an external drive instead? 

2) . Is Sega's (hbol) newly-released 
Earthworm Jim coming out on the 
best computer ever? Or what? Eh? 

3) . Is Fifa Soccer '95 coming out on 
the Amiga and if so when? 

4) . Does your dust cover split 
around the corners? 

5) . Why don't any of the Lotus 
games work on the At 200? 

6) r When is The Lion King coming 
out on the Amiga? 

7) r Why do you always print crap 
letters tike this? 

Lee Aforfrmer 
Reading 

1) r No, it doesn't. Maxis only went 
to the trouble of printing that on 
the box for a joke. 

2) . No. 

3) . I'm afraid there are no plans 
for this either 

4) . Yeah , it does , Strange that , eh? 

5) . They do. Lotus 3 works fine on 
the A 7200 'off the shelf as it 
were , and indeed is; while if you 
have a problem with either Lori/ J 
and 2 then send your disks back 
suitably addressed fo: Gremlin 
Interactive r Carver House, 2-4 
Carver Street SHEFFIELD 57 4FS* 

6) . By the time you read this , 

I). Because , 




A division of 
SOFTWARE PLUS, 
Britain's largest indepen- 
dent specialist retailer of 
computer games. 
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PROJECT: Tile Chios Engine 2 


PUBLISHER: Renegade 

PER: The Bitmap Brothers: Simon Knight 


Steve Kelly (Programming); Steve C 


Jj'J 

jjji v dj -ddd 


Two years ago The 
Bitmap Brothers 
released The Chaos 
Engine, a strategic 
shoot- 1 'em -up in the 
style of Gauntlet. 
Now the sequel's 
almost ready to be 
unleashed, and The 
One presents a Work 
in Progress of 
gargantuan . , ^ 
proportions. Over 
the next few months 
we'll be talking to 
the eight different 
Bitmap Brothers 
responsible for Chaos 
2, as they move 
towards completion 
of their project. And 
if the first two are 
anything to go by, 
Andy Nuttall and 
Matt Broughton have 
a tough time ahead... 
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(Programming); Rot Trevelteyan 
(Intelligence programming); Dm 
Malone (Graphics); fiary Carr 
(Graphics); Chrii Mauls (Musk) 

IDUTIATfcO; April M)' - 
RiuA^jiiMttr iwii 


■ ■ i i ■ i ■'! 


W hite all the others do the 
programming, graphics j 
and music, Simon and J... j 
er, resolve major design issues/: 
grins Eric Matthews, Chaos Engine 
2 r s co-designer; J,l Like how to get rid 
of two of the character from the 
original game." 

The Chaos Engine 2 is more than 
just a sequel. It's a character |»as- 
si nation- Literally. Two of the char- 
acters, the Preacher and the Thug, 
have been kicked out; not from the 
storyline, but certainly f remit the 
active part of the game. Sitting in 
front of us is the preliminary version; 
a simple, one-level, playable demo. | 
J We tend to approach the devel- j, 
opment of all our games by produc- j 
ing a mini version of them," says Eric, 
"The idea is that before we start 
everybody developing the different j 
parts, like the graphics, sound and; 
programming, it J s ready good to get ; 
a very quick feel on whether the con- 
cept works or not. What we've done 
with Chaos 2 is to produce a single 
level, with some of the elements 
missing from it, to give us a good ; 
idea of what the game is about. And 
to test that it plays well. 

,J So r where should we start?'' Eric 
looks for inspiration to his design; 
colleague, Simon Knight, Rumour 
has it that gameplaying competition 
between the two is so great that it J s ! 
not unknown for one to lock himself 
in the lavvy for half an hour after a 
particularly heated game of SewjL 
"Well, we could begin with the : 
storyline," he replies, with a raised 


Simon Knight looking pretty cool 
despite balancing precariously on a 
small Sedge above the icy waters of 
the Thames. 


eyebrow and just the hint of a smile. 

"Towards the end of the develop- 
ment of The Chaos Engine" says 
Eric, "we started thinking about the 
sequel. We got the opinions of the 
people who played it; and generally 
everybody thought it was a great 
game, and worked really well. So we 
thought 'Let's take the characters 
across, but do something complete- 
ly different with them/ 

'"One of the major things which 
came out was that there was a com- 
petitive element in the original 
game, i.e. you've got two characters 
in there directly competing for the 


same aims, and it would be good to t 
focus on that for the sequel. 

' r ln terms of the story," he contin- 
ues. "the way it works is that at the * 
end of The Chaos Engine,.., by fht 
way, did you get that far, Andy?’ 

Oh, dear. Like Sensible, a visit to 
the Bitmap* b never simple. You very | 
rarely get a straight answer, and you 
have the, erm, wee extracted from 
you. Constantly. Still... 

"For those who haven't seen the 
ending, like yourself Andy lsee?] r the 
Chao'S Engine itself is destroyed. 
Eric explains, "and the Baron, who 
created the machine, is trapped 
inside it. Across goes the Scientist, or I 
the Preacher, to examine the inside 
of the machine, and he discovers 
that it’s still active, and the Baron haS~ 
escaped. ['M'ucked] off. Back i^ 
time, basically, to retrieve some ’ 
items that were scattered through 
: time when the Engine expl 
: he needs those items to rebuild 
you see, in turn to release himse 
■and then escape." «| 


& 


CHAOSPITALITY 

As you might expert. The Bitmai 
didn't set the original ending up wif 
a sequel in mind, and the last b 
was, in fact, made up later. rJ lf wt* 
; had set it up/ Eric grins, "it wouf?| 
have taken us far less time to mal 
i up the story. And it would have hi 
[a lot stronger than the one we J 
about to tell you! We were thinkiru 
of having one of those things like #t 
the start of film sequels, just brings 
: ing you up-to-date with what hap 
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P; and just say this was the end "You play in different time period*/' 
- guenc* from The Chaos Ertg/fle J . Eric. "»* y°u from the 


Future to in Aztec level, to a 
Medieval ewie, tp a Japanese kind of 
thing. Once you've got the correct 
item from each tone, the Baron lets 
you up with a new challenge. Until 
finally you get all the items and you 
go off somewhere, which we're not 


EM we d probably have loads of peo- 
Z ‘t: saying 'hang on, I don't remem^ 
bee this bft'. 

So anyway, he discovers that the 
3-d rtm has gon# And he thinks, j 

. ^ tgi hell, what are we going to going to tell you about, the last sec- 
do now?" So, four of the characters go : tion J s « lurprise. you $ee ." 

- - -■ in time to try to stop him, white 

* othef two stay behind .and guard ond player." While we’re on the suh* 
machine, just in case the Baron ject of the computer player I can't 
" es back before the others do. be the only one to have noticed that 

"I he four char- ' the computer player in The Chaos 
acters go back, Engine was a little on the, ah, greedy 
of which you side. Can 17 I mean, every time a 
can select two secret exit opened, each time a node 


litmaps 
up with 
fast bit 
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: would 

0 make 
ire been 
? we" re 
hinking 
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at hap- 


to compete 
against each 
other, to find 
the items 
before the 
Baron does. 
Once you get 
back thro Li gh 

■ me the Baron appears, and he 
fonrn a link through the different 

iges of the game, Hq takes control 
a* you, and says that one of you 

■ -St kfl? the other player. And in 

■ r n the one that actually does that, 
c. completing the puzzles or traps, 
-- ■: objectives that he sets you, will 

ti The game. So you're in direct 
competition with the other human 
r -^yer. Alternatively, when you're 
: aying the one-player game, the | 
: : ^pputer takes the part of the sec- 

JO J way, Andy. You still caiVt play 
The Chaos Englnt/' Said Eric 
Matthew^ testily, 


appeared he'd be off, collecting 
everything and shooting everything 


The ULtm.*p Hr^thvrs, lypicfll ea*t- 
pftd 4nd j^tsampuh^h- 

jjpper*. Frnm i-r: Rob TY*'V i?l Fc y# g . 

Chi IS Maulp, Strw<> Kelly, Gary 
£* rr, Simon Knight, Cargill. 

/ D.nn M. do Pie. 
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at top speed. Is this artificial avarice 
to continue in the sequel? 

'Even more so," laughs Simon. 
'Basically, he's out to do exactly 
what you're trying to do, so there 
will be more of that." 

"Generally, the game is played «n 
buildings/' Eric explains. Pl ln the 
buildings there are rooms, obvious- 
ly; and within the rooms there are 
various items which you mayor may 
not need to complete the level, Given 
that it uses a split-screen, you could 
be in One room of the building, and 
I could be in another, trying to do 
exactly the same things. Or we could 
be in the same room. And when that 
happens, well meet and we J ll either 
decide to avoid each other, or to kill 
each other and maybe steal the 
things that the other person has col- 


iected. Very simple. I suppose the 
ideas behind it come from games in 
the past which we've thought 
worked really well, like Spy vs Spy/' 

This point in the interview is a lit- 
;tfe cloudy, as the interviewers and 
j interviewees reminisce and cackle at 
great volumes about 'What a great 
game Spy vs Spy was'. Because, to be 
fair, it was. Based around characters 
■from the US magazine /Wad, the 
Commodore 64/Spectrum game fea- 
tured a black spy and a white spy 
racing around setting traps for the 
other player, and trying to find 
pieces of a rocket. Thankfully dll the 
laughing and very loud voices calm 
down shortly. 

So did somebody just walk in ^ 
one day and say 'I think we 
should do a Spy vs Spy game'? 












I 


"I think the idea came from us : 
talking about what we liked in ; 
Chaos/* says Simon. 

"'Yeah, that was a short conversa- 
tion, wasn't itr grins Eric. 4 We liked 
the characters, but much of the other : 
stuff was just.,, welt we could have 
done so much more with it, let's put 
it that way. It was just Si and I, real- 
ly; and I suppose it iust came from 
one of us saying 'wouldn't it be fun . 
if you could shoot the other charac- ; 
ter*. As simple as that. And then we 
started to look at head-to-head two- 
player games." 

"Spy vs Spy was a very simple con- 
cept," adds Simon, "and we're doing ; 
a lot more here. But the idea that j 
you're both in these rooms, and you 
run around trying to collect items, j 
and you can booby-trap chests and 
stuff: all that was a really simple idea 
which worked really well 

"Another reference for the game 
would he Super Mario Kart/ 1 says 
Eric. “Not in terms of gameplay, : 
because it's obviously not a racing 
game, but because you always have i 
the ability to get back from a really 
bad! situation, and feel you've got a : 
chance of winning. In Mario Kart you 
could be eighth, and you've only got ; 
two more races to go; but then you j 
get the star and suddenly... You 
know what i mean? With this, you 
might have your key and your ammo, : 
and you're on your way, but then 
someone teleports you back to the j 
beginning and shoots you. You get 
that shift between winning and los- : 
Lng, and it works really well — that's 
the kind of feel we wanted from the : 
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game/' 

"It's for that reason that we Ye giv- 
ing the player a quick burst of speed 
when his opponent gets the key/' : 
chips in Simon. 11 so the losing player 
always has a chance to catch up. w 


CHAOSTEOPATHY 



There were two main features of 
Chaos the designers wanted to bring 
forward: the characters, both in 
terms of the way they looked and the 
idea of each having their own 
attributes and weapons; and the 
gameplay, which was basically top- 
down, eight-way scrolling. 

"We've added j 
a lot more 
character ani- 
mation/' says 
Simon, "and 
also a few 
things that we 
didn't have in 
the original, 
which make 
the back- i 
grounds 



more... interactive. For example, in 
Chaos you couldn't go under- 
neath things, but now you can 
I not only go under things, but 
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r ln the one-player game you've got a 
tuli-5-creert to yourself," Erik explains, 

"rather than split into two. There's a 
bigger radar with more detail on it, ; 
sind pop-up screens — so that if the 
computer player finds a key. then 
you'll get a little pop-up window 
with him picking the key up. 

you can hide behind watts. And you 
can lean against them, of course; 
and squash yourself right up against 
them, which is very useful in tight 
areas." Er.,, quite. 

"And not for- 
getting, of 
course, the 
fact that you 
can now jump 
up and down 
from walls, 
and that's 
something 
you couldn't 

before/' Eric character h kind of dodgy, because 
enthuses. "So immediately you stop moving, your 
you can ambush people: if you J ve opponent can see that your screen 
run out of ammo, and the other has stopped scrolling, and will 
player walks on the floor beneath Instantly know where you are. How- 
you, you can jump on top of him and ever. If you can hide your little bloke, 
take him out So its a lot more you can also hide a mine to blow him 
believable in terms of a landscape " up, or something you don't want 

Hiding behind - him to find, like a key- 
bits of scenery ] Of course, that only applies for the 
has more two -player option, because a com- 
sneaky ronno- puter player wouldn't be sneaky 
nations than it = enough to do something like that, 
first seems. | Would it? 

Running quick- "You'll never get to the stage 
ly behind a where you can recreate a human 
wall, before opponent, with the tittle nuances of 
leaping out J play which wilt Come out of two peo- 
and ambush- i pie playing each other," reckons Erie, 

ing the other "Any game which has been designed 

I . . Ij ,■ 77- ■ r drl • ■ .i| j5> *7 * ! Mr 

iVfi VT s f '■ * * ff J - f , i> 


as a two-player, a racing game or 
whatever it may be, is always going 
to be better played against a human 
opponent. 

pi Rob tTrevelieyanJ's intelligence 
routines are very good in terms of 
how clever the computer can be, but 
at the moment we've got a very sim- 
ple system where they can find their 
way around the ma>, they can tele- 
port, and they know where the exit 
is. The stuff we r re working on now Is 
sq they can avoid you; if they see 
you waiting in a corridor they'll go 
the other way. They'll have the radar 
as well, so they'll know where you 
are and go a different mute. 1 ' 

Unlike The Chaos Engine, the 
^eqfUel's levels won J t be heaving with 
enemies. The designers are being 
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re selective this time, preferring 
"s go more for quality rather than 
Quantity. rj You could really get away 
'h no monsters at all in this game," 
^ r % Eric, "'We want the monsters this 
e to be a further challenge, some- 
else to be aware of When 
■ . _ ^e playing. This produces more 
: -^orh- one challenges, head-to-head 
* Tisat rather than 'Ooh, JVe got a 
g gun and I'm going to shoot 


The human element, if you will, 

which comes into play in t/uo.s 2 
will he exploited by a number of dif- 
ferent roams which the piayers can 
simply drop into, "'It's like a half- 
hour-iftw-work typt of thing/' says 
Eric, J 'So while you It b* able to play 
it right the way through if you want 
to, you can drpp in to Several differ- 
flnt zones just to have a muck 
around/ And what better way to 
spend a half -hour after work, than 
blasting hell out of your colleagues 
in a futuristic arena? 


■Things', The main thing which must 

b* retained is the play ability between have already considered this: J 'The : 

Two human opponents. The other buildings are split up into smaller lev- 
ngs are ancillary to that, really. els/" Erie explains, Fr and we design ! 

"Not all of the them so that Farge areas are Locked 
m o n s t e r ii off unfit the earlier levels are com- 

,1 B f 1 ■ , r Hr r MB r J , ■ _ j J if » J J 1 / ", 

attack you, pl-eted. That way the smaller levels 
either, ^ reveals become more intense, because your 
Simon’ "The re opponent is always only two rooms 
will be a num- or so away from you; and whoever 
ber which do finds the key for the exit, and goes 
certain things, through it, takes the other player 
like protecting ! with him. '7 

objects, and ! ’ r v* # 

then when you CHAOSMOSIS 

approach j The level which we're playing, effeo mine onto his teleporter, and then 
- - . M move them. So they won't tively the test level, is made up from teleport him. Not only will he go 
~ es sadly be aggressive towards six rooms linked together. The final where he doesn't want to go, but he 
• - u* they might just hinder you in game will not only have bigger lev- will die when he gets there. Brilliant! 
* some way/' j fils, but also different floors that you This single completed level of 

A possible problem, which j can go up and down on. Even with Chaos 2 is simplistic in the extreme, 

u rred with Spy vs Spy, is that the just six rooms, though, the game can But although the Bitmaps are intend- 
nputer became too inte lligent, become quite complex. mg to throw in monsters, pickups 

and the only time you actually saw ; “This level is very small, but when galore and a plethora of new toys^ 

y+m was at the start of the game.: people have played it they've dis- the last thing they want to do is 

: am then, he simply said "See ya7 or ■ covered things which we didn't over-complicate it. 

Tethincji, ran off to collect every- 1 design to happen/" reveals Eric. "We want to retain the simplicity 
r-g, and the only time you saw him ' There are two restart points, one for of the game/" says E rie. "It's possh 




lions. So one E'd'astard] thing to do 
to your mate is to cunningly drop a 


frgam was by accident. 


each character, and if you get tele- ble to make much more of the levels 


-Qvvever, the chaos 2 designers ported you Cpme back to these posi- by understanding how they work/' 


Once In Ro-oooyal Da -a avid's City, stood a lo- 
ooinily Ca-aatle shed." Can we have our fifty pet- 

now, mister? 
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In a great tradition, stretching 
back to the Bitmap's original shoot* 
r em-up Xenon, each Of the Brothers' 
games has featured a shop. Power- 
ups, new weapons, shields.,, every- 
thing available, at a price, and suc- 
cess at the game breeds the money 
to succeed further. But Chaos 2 will 
be subtly different: 

"The shop works in a pretty simi- 
lar fashion to previous games," 
explains Simon, JT but in this one 
you're gaining experience more than 
anything, A lot more of it will be 
automatic; you'll be granted powers 
for achieving things, so the better 
you play the game, the more power 
will be given to you," 

"There are preset things you can 
have as you reach certain points in 
the game," says rlic. rJ So a weapon 
might appear, and you can buy 
charges to use with that weapon in 
the shop. So you'll have, I think, up 
to four or five per character: tele- 
ports and speed-ups, all this kind of 
stuff. There lt also be money and 
treasure/' Hurrah! 

And food, perhaps? 

"Foo-foo-food, From Chao s 1„ 

* ■ 

yeah?" he laughs. If you haven't 
played the original, sorry about that, 
lif-jgke, you see. 

Oh. Fine - Q. 


NEXT MONTH! 

We'll be featuring the magical 
words of Dan Malone, the creator 
of the excellent graphics in Speed- 
baft 2 and the backgrounds of The 
Chaos Engine. Hell be describing 
some of the techniques he uses to 
achieve that special 'Bitmap Broth- 
ers'' look, and exactly what he's 
doing at the moment for Chaos 2. 
Oh, and we'll be chatting with pro- 
grammer Rob Trevelleyan too, 
about his work on artificia 
intelligence. Don't miss it 1 
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PROJECT: Shadow Fighter 
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PUBLISHER; gremlin 
DEVELOPER: Domenico Barba 


(Programming); Fa bio Capone 
(Graphics); Fabio Cicciarello 
(Husk) 


INITIATED: February 1994 
RELEASE: December 1094 

A number of curiosities sur- 
round Gremlin Interactive's 
latest game, Shadow Fight- 
er. The shroud of secrecy over the 
development, for one; we thought 
the gap between Mortal Kotnbat IF s 
announcement and its release was 
narrow, but compared to Shadow 
Fighter it was a 12-lane highway. In 
late November, Grem- 
lin contacted us with 
news of the game, 
which is to be released 
before Christmas. 

Streamlined or what 1 
ask you f 

Another odd Shad- 
ow Fighter fact- is that 
the Italian pair who 
programmed it, 

Domenico and Fabio, 
have never made a game defore. 
They simply decided, one day, that 
they'd had enough of the Street- 
fighter its and Mortal Komhats, and 
thought they could do oh so much 
belter, 0. 

The burning, 564,000 question, 
though, is whether the game's pro- 
ducer, Peter Cook, ever gets any 
amusing comments about his name, 
H l do, yes, ir he laughs, "All the 
time. And youlil be wise not to com- 
ment, unless you don't want to 
speak to me again.” Hmmrn, touchy 
eh. Best get on with the WiP, then r 
"And the guys working on the 
game come from Sicily. So don't 
mess with them either!" Peter adds 
with a grin. 


And yes, like ail good beat- 'em -ups, 
you can play the same two charac- 
ters against each other — they sim- 
ply change Jacket colour, or 
something. Yurgen (the copperas 
special move is to pound the floor, 
creating,., er,, fire. And then they go 
back to a good truncheon- pounding, 
of course- 


But that's not where the curiosity 
Stops. While Domenico and Fabio 
have been working on beat-'em-ups 
for two years, off 
and on, they only 
actually started work 
on Shadow in Febru- 
ary this year. Before 
then, Domenico had 
to go and do military 
service, and while he 
was there he actually 
wrote a good deal of 
the code — on 
paper! No, really. 

"It's true," Peter confirms. "So he 
was getting all that together while 
Fabio was at home, designing the 
characters and playing all the beat- 
r em-ups he could. Generally looking 
to see why some beat-'em-ups are 
better than others, and trying to 
incorporate all the best bits in theirs. 
It's been quite a long process, l think, 
which has come together astonish- 
ingly quickly. " 

Unusually, for a game developer, 
the duo made sure they'd almost 
completed their game before sign- 
ing up with a publisher (Gremlin in 
this case), and hence the short time 
the company has had to put its mar- 
keting force behind it. Technically 
brilliant, the game wowed Gremlin, 


"The blood's an option/' reveals Pete. To blood, or not to blood, as it 
were. The developers -did a be at- 'em- up about two years ago, just for their 
own pleasure, and there was blood in that. It’s not like Mortal Kombaf, this 
blood's just on the floor — you don't see it splattering around the place. 
The whole floor can fill with blood, eventually." 


which was slowing down its produc- 
tion of Amiga games, so much that 
it's now confident of bettering all- 
comers — including Mortal Kombat 
1L Mama mia, eh 7 

1 They're using an incredible editor 
for the game/' 1 enthuses 
Peter, "which enables 
them to put in sound 
effects, the collision 
detection points, ani- 
mate the characters 
and get them fighting. 

All from one pro- 
gram, It means the 
Fabio Is able to con- 
struct the charac- 
ters quite quick- 
ly, and pass a file to 
Domenico which he just 
sticks into the program." 

Peter turns to speak 
to Domenico’ "How long did it take 
for you to write the editor?" he says, 
deliberately. The muffled sound of a 
voice speaking in pidgin English sug- 
gests that Domenico is trying man- 


fully to communicate with Peter. 

"Right. Apparently it took him two 
(duo) months, while doing military 
service (servizio), to write the editor 
on paper, and then a week to actu- 
ally do it on computer. I'm amazed, 
if that's true. That's incredible,/' More 
muffled voices. "Oh, he says that he 
finds it incredible, too!' 1 he laughs. 

A ROMAN 
KNOWS 

There's only so much 
that you can find out 
by talking through an 
nterp refer p so the Italians 
bravely agree to talk to me 
. "Nice, er... nice to 
you! ,J Domenico 
with a grin that 
sf see despite 
him being a hundred 
miles away over a telephone line. 
Good start. Where did the inspira- 
tion for Shadow Fighter come 
from? ,J We bought Streetfighter 2 
on the Amiga. It was possible to 


You've seen Streetfighter 2, battled with Body Blows, eaten 
Elfmania for breakfast, and mauled the Mortal Kombat twins. 
Where do you go now? Andy NuttalV squares up to the new 
pretender in town. 
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- -«.e Str&etfighter 2 on the Amiga, 
SStrt no-one really tried to make it. 

So we thought 'Why don't we try 
p : do better? 1 and wrote some rou- 
' to do another beat—envup, 

-iter than Streetfighter 2, And, 
m did. 

*Ve thought the best way to do it 
would be to keep the frame rate up r 
to fee decided to use 
-*t seven colours," 
ng on* is that seven 
c ours in the fore- 
: ound, or the back- 
:-ound7 "Yeah, the 
foreground and back- 
; ound, n he replies, 
cryptically, ' r !t uses 
rm # copper to change 
she colours, so we can 

. e many parallax, and many, er, 

. u ke ^anhedrt." Ah, I think 
3t Domenico's trying to say is that 
They used seven colours for the two 
sf*cters r and then used a similar 
technique to Thai ton's brilliant-look 
■ : Ljonheart game to achieve loads 
:* colours in the background. 

Then using seven colours we 

- =! -e F er, much memory r rj Domenico 
■ -tinues. J, We have enough memo- 

to do about ISO 
fr 2 mes for each 
-aracter. Then we 
~-re about 25 
“0^5, and about 
s I d fferent anima- 
t cos, also for each 
character. So now 
-.erybody can 

* now that Street- 
" : ":r?r2 , waspossi;- 
: e to do,, but no- 
= -e really tried." 

: ~ ^ave to admit, 

~ ±= orte the enthusi- 
istk near-English, 

~ at 1 50 frames of 
i- mat ion — with 
=~ a ratters this size 
s pretty damned 
_ c r essive. Because they're both 
;r^es players, they know exactly 
fehat they would want from a beat- 

#^up. 

-%e have played many console 
: - ~es, the graphic artist more than 
"e 1 ' Domenico grins, r, We r ve also 
: a ,ed tots of Amiga games, because 
+* ke the Amiga. lt J s a very good 

- - : - ne r and it's easy for people to 
i--±rt programming on. 

sot content with producing a 
cally impressive, and very 
: a>able game, Domenico wanted to 
: : stage further and really blind 

people with an incredible list of fea* 

■ --r*. n Shadow- I mean, forget side- 

* fi y - scrolling parallax; this thing 
■ 3 ly parallaxes up and down 

you )ump fr too! 

"qo to bottom, yes," he agrees. 
Erfrry parallax has different speeds, 

- -ier horizontal or vertical axis. 


and each background has parallax on 
it. iJ It all sounds pretty damn com- 
plicated to me, but when 1 asked 
Oom if it was a problem for him, he 
just replied, casually, "No." Modest- 
o, too. 

J '0kay, l tell you the story from the 
hoginning. We started, two years 
ago, a beat>'em-up. But when we 
were finishing the beat- 
'em-upp Body Blows was 
finished too — but our 
game was too close to 
it Then we decided to 
drop the project, and a 
month later I had to 
start military service. 

w ln that month, I 
think about a new beat- 
J em-up with a dual-play- 
field system. So I say to Fabio 
'please, make characters with only 
seven colours'. And he said "you are 
crazy! It's impossible to do in seven 
colours', in the year after that, 
though, I started on the code and on 
the moves, and Fabio started the 
parallax and the characters. 

"Then, when | finished national 
service, we started to work. Now, we 
are here, and i can't believe that we 

have a good 
game, a good 
editor, and a 
good... every- 
thing. Some- 
times, we look 
at the monitor, 
and we say 'it J s 
impossible! '. 


"There's a musician 
musk for Shadow, 


Because you cannot the dual 
playfiild. And you don't notice that 
there are only seven colours for the 
characters. An arlijt said to me 
recently 'you've done really well 
using 16 colours', and when I told 
him that there are only seven 
colours, he crashed down!" 

it's blindingly obvious 
that Domenico is excited 
and proud with their 
game. To be fair, his 
English is quite 
good, but it's made 
even more under- 
standable because 
of the enthusiasm 


king in Italy At the moment, who’s done all the 

r, "and we've recorded a SI the effects in -house ., 1 


Below; While most fighters square 
up to the opponent, desperately try- 
ing to psych out the opponent, 

Genie Ali Kudu appears out of his 
bottle at the start of every round. 

Bit of a cheat, really, using spectacu- 
lar theatrics to put her off; hut then 

if you've got 
it... 
























"I tan put A different background into the game in one morning,," he explains- “I only have to put in the pieces 
of background, and choose the speed. So that's why I say it's not a problem, it's not modest, and it's not 
immodest. Ilf's very simple. I am iwt Superman, I am a poor crazy coder!" 
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he Has to talk about the cre- 
ation of Shadow Fighter. 

*A few weeks ago I bought an 
A4G00, because when we got the 
contract with Gremlin we needed to 
work as fast as possible to get the 
game out for Christmas. And I had 
to develop it for the AG A machines 
too, you see. It will be the best game 
ever for the A120O," 


PEN 

UMBRIA 

Fabio Capone Is also into 
chatting with the press, 

1. e„ me, because neither is 
used to publicity and 
they're enjoying being in 
the limelight while they can 

"What I have done in the 
past?" he responds to my first 
question, "Nothing. The first 
thing with that I drew was 
the original beat-'envup with 
Domenico. But no other things, 

■| played every type of beat-'em- 
up there is Sn the world. J played on 
Super NES, on Mega Drive, on Game 
Gear — everywhere, 1 think that the 
best on coin-op was Street Fighter 

2, so then my question was what 
makes a good beat-"em-up? J And 
why do people enjoy playing them? 
There are so many little, very little 
things, and we tried to take the best 
things onto our game/" 

Something which you don't find 
In many beat-'em-ups, according to 
Fa bio, is a dual playfield — which 
enables the designer to add in a sep- 
arate background which includes 
animations. Which they re very 
pleased with, apparently' 

"'Everybody makes games with a 
dual playfield/" says Fabio, with 
more than a hint of generalisation 
Actually very few Amiga program- 
mers use dual playfields — Lion- 
heart and CJitJClf Rock are two 
exceptions, hut it s just Fabio being 
modest. Again. "But nobody makes 
a beat-'em-up like that/’ he contin- 
ues, "because the sprites are very 
big. And with only seven colours for 
both sprites, it's too hard to make 
something that 
doesn't look,., 
monochromatic. On 
Shadow of the Beast, 
the baddies were 
monochromatic; but 
for cartoon- tike 
games such as Chuck 
Rock it's a lot better. 

'"So it was very dif- 
ficult to produce a 
game which doesn't 
look like a cartoon, 
but only uses seven 
colours. The first 


you can't enjoy a beat- J em-up with 
hardly any moves. And because we 
had so much memory, we J ve Includ- 
ed up to six or seven special moves 
with each character. The final char- 
acter, the Shadow Fighter t has seven 
special moves. It sounds incredible, 
but it's real/’ 

The problem which has dogged 
Amiga beat-'em-up creators in the 
past the curse of the one-buttoned 
joystick, also caused problems in 
Shadow Fighter. 

"Creating the game for 
one button was hard/ 1 con- 
cedes Fa bio, "because 
Street Fighter 2 t for exam- 
ple, uses six buttons. In 
our game you can make 
moves with all direc- 
tions of the joystick, 
whether you are in the air r 
on the ground or crouch- 
ing down. Everywhere, if you press 
the button, you can make moves. 
The control was a thing we started 
before anything else, it was the most 
difficult part. Because if the control 
is no good, neither is the game/ 1 
Good point. i3k 

Right: Shadow Fighter's story goes 
something like- a boy, Kioyu. wants 
to became a living legend despite 
his high status fro society. One day a 
shadow appears, leading him into 
darkness and handing him a sword.. 
His betrayal of Good Things causes 
other Samurai to despise him, and 
the 'keeper of the abyss' sends a 
number of his little 
helpers to fight 
him to the 
death, 

Great, 




Yurgen, the policeman, has this rather Interesting move where he tries to 
insert his truncheon 'up 1 his opponent. And It works, too. The girl in the 
background Is, I believe, and example of what Is called a 'dual playfield', 
where animations can be displayed In two different planes. Clever. "Lots of 
games use dual playfields," explains Fabio, "hut not many beat- 'em ups.' 1 

Below:" We have a PC and Amiga to 
develop With- I worked for one year 
on an A5QQ pilwS, with only one flop 
py- ft was hard!" exclaims 
Domenico. "Now I've bought an 
f . iTrA A40CO, so it will be much easier frorr 

Al ■ -^H5 now on." 


Lefts The building site level shows just how com- 
plicated the parallax layers can get in Shadow. As 
well as the Statue of Liberty and the builder (who 
looks suspiciously like a character from fronted 
layers, there's also the main fighting layer, and 
the huge chains at the front. Complex, huh? 


■ V, ' 


game used 32 colours, but It's real- 
ly impossible to make a good beat- 
J em-up on the Amiga 500 with 32 
colours, because you can have 
very few moves. Like Blfmania, 
! for example, or Body B/ows, And 


The character selection screen owes 
mare than a little to... er, a certain 
other game. Characters at the top, 
country location in the centre, and 
huge close-ups of your selection at 
the bottom. The spinning globe in 
the middle is an impressive touch. 




Karhim (spelt wrongly, surely?) stars An his own little background*; the bas- 
ketball court. His special move, unsurprisingly, involves flinging a basketball 
at the opponent — and occasionally, he even gets it in the basket. A clever 
touch, apparently, because the backgrounds normally don't get involved 
with the action. Or something. 
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In his days of youth, Matt Broughton was a 
singing cook in a pizza restaurant, eating more 
than he sold* Who better then F to look at 
MicroProse's forthcoming Sim-Pizza offering? 

(Just as long as he ties his goatee back, eh readers?) 



P izzas ieem to be ail the rage 
at the moment, Marvin has 
just had a marvellous adven- 
ture thanks to one, and cr.„ oh bug- 
ger! I can't actually think think of any 
others. Shame that, eh? And it 
seemed like such a nice way to start 
things. Oh well never mind. So, er. 
Pizza Tycoon then.,. 

Well, the concept behind Micro - 
Prose's forthcoming Pizza Tycoon 
may be a simple one, but, rather 
complicated!}/, also includes many 
things*. The straight line is that it's a 
slightly tongue-in-cheek business 
simulation game, where your task is 
to open and successfully manage a 
chain of pizza restaurants. However, 
within that basic description there 
are tons of things you can do, from 
actually making pizzas on the screen 
and creating your own recipes, to 
furnishing your own restaurant hir- 
ing staff, setting wages, firing staff, 
buying adverts on TV, on posters, 
blah, blah r blah... 

"You get to see all this on screen/' 
explains Pizza Tycoon's producer, 
Steve Hand (the main man behind 
MkrOPrOse's impossible Mission 
2025 too, incidentally), "watching all 


the different TV adverts with their 
animations, and going through all 
the posters available." The detail 
goes even further when it comes to 
furnishing you restaurant, being able 
to choose from specific chairs and 
floor coverings, not to mention the 
many ingredients you can furnish 
your PIY pizzas with, 

"When it comes to running the 
business, there's also the shady stuff; 
the double-dealing underworld 
element, where you can use a 
number of joke weapons to try 
and put your rivals out of busi- 
ness — putting mice in their 
kitchens, that sort of thing. 
There's also the usual money 
management side of things; 
having to actually buy or rent 
property, going to various brokers, 
raising money from banks, taking 
out insurance — there's a lot. You 
name it, it does it. But as I say, the 
tongue is kept firmly 'in cheek* 
throughout." 

Having originally been a German 
game, are we likely to see some of 
the strange quirkiness evident in 
such recent foreign offerings as The 
C/ue and Bumtf'me? Steve answers 



prit+s 1. - p* 
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er^»; i. - p* 
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- Tpa When you tome to decorate your restaurant, you view 

things through this screen* also being able to scroll into the 
kitchen. You can page through selections of floor tiles [inset], 
chairs etc. until you're happy with the choice of decor, and also check on 
how popular your place is, not to mention how your competitors are doing 
things. Or, of course, if you r re trying to sabotage them, Meh he he. 


most definitely in the positive... 

"Oh yes! Wait 'till you see if. In 
some ways it J s a typically German 
product, in that it J s packed with 
stuff. There really is so much to do, 
and so much you can tweak and fid- 
dle with, you can actually play it in a 



number of completely different 
ways. There are a couple of guys in 
Quality Control who'll do something 
sensible like open a pizza restaurant 
and hire staff, and then there are 
some who seem to spend all their 
time dealing with The Mob V p 

GIVE PIZZA CHANCE 

Ah yes. The Mob'., Didn't mention 
that, did I? Weil, if you don't partic- 
ularly fancy playing things in the 
'normal' way, you can get connected 
to the local mafia and build up some, 
ahem, 'extra funds", ''There are all 
sorts of things you can do for 'The 
Mob"; picking things up, dropping 
things off, faking out loans (which 
can cause all sorts of problems if not 
repaid) but there's nothing violent. 
There's no 'rubbing people out'-" 
The game is played against an 

You've got three levels of zoom with this map, and at the start of the game you need to scroll around it looking far internal clock that acts effectively as 
likely locations. You can also use this map to enter other peoples' restaurants and see bow they're doing, as well a 'day' You can call sunset pram a- 
45 us* * schematic to highlight specific types of property (e,g, you might want to locate hear a high residential if un .i finkh rwrvthinn vnu 

area or a school because, well, kids 'n‘ pizias — they love 'em!), "It's also good for visual feedback," suggests turely if you finish everything you 
Steve Oh yeah. That too, want for a day, at which point your 











Mexm 

accept, ance 


explained, 

the game is 

J constantly 

>5 marking you for 
your efforts Here, 
after spending ages 
setting up your restau- 
rants, hiring staff, design- 
ing piziaij and tons of other 
pizza-related things, you finally 
get to find out what the public think 
of your menu. Doesn't look incredi- 
bly promising, does it? Still, early 

days yet, 

bring more people in. Von get loads 
of feedback on demographics, with 
things like how people perceive the 
quality of your pizzas, your restau- 
rant, and your staff. You can modi- 
fy factors to your heart's content." 

There's nothing that immediately 
springs to mind when looking for 
comparisons with Pizza Tycoon p but 
i reckon this is so often the case 
with foreign designs. Steve 
Dhk\ concurs... 

^ \ \ " I'd have to agree with 

i that. It's hard to say, but 
j certainly it's typical of 
i*0 ! -German designs, whether 

that's with board games 
or computer games. They 
seem to find these niche subjects 
and somehow make them work. Per- 
haps It's because they look for sub- 
jects which don't depend upon vio- 
lence. When we first got PfZZd 
Tycoon, there was definitely an air of 


nance is evaluated in all sorts 
ent ways; such as how much 

- ; - t, you've made and how many 
. ■ : mers you've attracted. 

Should you feel particularly 
; i -2 uf n pizza you've made, you 

- enter competitions where it's 
spared with creations from other 

- . ' jj rants, A jury assesses the C|uah 
■ r our entry and, if you do wefl, 

- recommend you, thus 

- easing your customer jt: ,1 

So. i a^k,. i n i. ^ r rog ^ ^ 

iidy. how relevant to / 
tour success are the pizza ^y - 
Devgns? | 

The program does \ 

• your pi zza quite V V:j, 
: - . n the manual there‘s 
i .-.3 ly a recipe book with colour 
: .'. es of the basic pizzas, and if 
pn want to produce these, you 
Im to try to get your pizza as close 
:ossible to the one in the hook, 

- ever, though that will get you 
; sod marks, you can get a spec- 

tacu hr score by creating your own 
2 ns. Conversely, I once made 
pc which had a pizza base, and an 
-<rjt untouched, unmodified clove 
; s -Ik (unmodified? “Harry,) sit- 
ing m the middle of it. I got a score 
I'HO. My crapness was reward^ 
^deeditwas. 

- .veil as marking your pizza 
. the program monitors the 

t. n which you decorate your 
- taurant^ your choice of tiling^ 
._ J choice of carpet etc. ^0 
t s usually tied into / , 
opense as well, so though / 
floor coverings are f 
-sore expensive, if you get ’ W 
T t* 2ecor right, you will \ 


ferent 
uys in 
?thing 
lurant 
re are 
their 


This is a measure showing the quality of your pizzas. It takes into account 
your pizza toppings, how goad the chefs are, if there are any insect prob- 
lems in your kitchen, and the quality of the oven. (And I thought it was an 
iglnoH. 
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'These are the personnel screens where you can hire and fire staff, as well as alter salaries and check 
their general statistics. There are points in the game where you get feedback and public opinion 
on customer preferences, and with pretty much everything you do having an effect, your staff dk 
need to be chosen carefully." (Personally, though, I don't think rd trust a waiter with a beard. J 
Not aftar seeing what Matt keeps in his — Andy.) 
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IJ |f you actually 
P want to buy iome 

advertising, you can cycle 
through various potters at 
Steve, "The 


varying prices, 
computer will take the amount 
I of advertising into account when 
calculating the amount of CWf- 
U turner* you get. Along with 
everything else of course!" Note the 
largely bosom ecT lady- Those era zy 

Germans, eh? 

what isn't. There were certain graph- 
ics which were a bit too sexual for 
England and America, so we had; to 
modify those," You might be won- 
dering how you'd get sex into a pizza 
game, but l J m reliably informed that 
if anyone can get the gratuitous use 
of breasts into a game, the Germans 
can. God bless 'em. 

"There are a lot of satirical ele- 
ments in the game, a lot of use of 
politicians and German celebrities, so 
those had to go, along with general 
names and text — just trying 

to make it more relevant 

\ to a British market 
fev \ really, We also made 
a few changes to 
I the game play; 
J Speeding things up 
EjHjY f in certain places or 
py altering the icon sys- 
tern — simple things." 

The game's view is most- 
ly made up of static (but still damn 
attractive) screens, but on closer 


I ’What's rhis!'. it’s 

H I very strange, I mean 

you..., er r well, you make pizzas!" 

Perhaps that's the charm of yer 
foreign game. I mean, they're differ- 
ent aren't they? Rather than playing 
as Sa la mi, god of Pizzas, you are 
encouraged to become part of the 
action on a more intimate scale, (as 
with The CVue), and arguably it's eas- 
ier to get involved in the game, 
'‘Feedback from the qualify con- 
trollers has been very good — peo- 
ple really do seem to enjoy it." 


The Amiga version is practi- f j , 
taJLy^ identical to the PC m ^ 
(which has been the lead for- I 
mat in England) although 
Steve recommends a hard V 
drive or an additional floppy 
when playing, simply because of a, 
the amount of information used. 
Though the game will probably 
crunch down to only two or three 
disks, someone playing on an A5G0 
will find themselves involved in a fair 
bit of disk swapping, especially at 
the start. 

Though the transition from 
English PC to English Amiga has 
been a fairly smooth one,, taking the 
game from its original German for- 
mat wasn't quite so easy 

''We had to do the translation, 
obviously, but also had to change a 
good many of the graphics because, 
being a German game (and I don't 
mean this disrespectfully), they have 

of what's 


"When you come to look at TV campaigns, you can sit back and choose 
Which advert you want to buy. Similar to the poster adverts only more 
expensive, these will increase your customer turn -over,' ' 


supplies Genius* 
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During a£oui>pf Jap an 


Shaq is mysteriously 


transported into another 


dimension while leafing 


nt book on martial arts 


world Shaq is pit against eight 


tive, fighters 


intensely compe 


abilities. As Shaq defeats 


his opponents he slowly ' 


another dimension 
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PROJECT: Extractors 


a wig. No 
you're not you stupid 
git, do your job and 
write the WiP. Matt 
Broughton wastes 
space with a daft 
intro before looking 
at Millennium's 
latest game with 
spades 
Extractors. 


PUBLISHER: Millennium 
DEVELOPER: In-house: Toby 
Simpson (Oe sign/programming); 
Jason Riley, Jon Baker (graphics); 
Tony Heap (additional graphics); 
Mark Rafter (graphics direction); 
Richard Joseph (music and effects); 
John Lemming (map design); Mar- 
tin Oliver (words); Rickey Costas 
(Intro and Outro Sequence); Steve 
Murphy (QA); Chris Homer (pro- 
ducer). 
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iggers was a strange game, 
but one that will probably 
remain a talking point In the 
Amiga's history, simply because it 
was the first real CD 32 product. 
Some people thought is was great, 
some people had expected more 
from a CD title, and others weren't 
really too sure what they thought. 
Well never mind all that (funny, 1 was 
just about to say the same — Harry.) 
here comes 'Son Of Diggers'? accom- 
panied by in author, programmer 
and, if you will, biological father, Mr 
Toby Simpson. So, er, w hat's this 
new game all about then, if that's 
not too vague a question? 

"Well, Extractors is about the plan- 
et Zarg. Er, and yes, it is a vague 
question because there are about 
eight different answers. It's really 
about a Situation that's arisen on 
Zarg, and you, the player, are there 
to perform a mission. The game itself 
Is very plot based, with a big story." 
And indeed there is... 

The plot for Diggers told of how 
the Zargonian Mineral Trading 
Authority controlled the specific peri- 
ods of digging each year, but Extrac- 
tors carries the story on to some 1 50 
years after that. Shortly after the 
time of Diggers, a race of creatures 
perfectly evolved for the job of dig* 
ging appeared from a distant planet, 
and were consequently employed by 
^ the ZMTA to 4 extract r the riches 
from the planet. Unfortunately, 
their great success also turned 


INITIATED s September 1993 
RELEASE: February I99S 



Because of the number of floating 
lands in Extractors, Toby has been 
able to put a good number of differ- 
ent scpnarios and graphical styles 
into the game. I don't know which 
land this is, but it certainly looks as 
though it ought to be made of 
cheese, in fact, isn't that a mouse at 
the top? Hmm, not too sure on that 
one- Can 1 come back to it later... 

out to a weakness, and within a few 
decades, all of the low to medium 
depth mines had been exhausted. 
The cost of further digging was 
increasing as th# mines went even 
deeper, but the ZMTA did have one 
other option — the floating lands of 
Zarg. A-ha. 

Yes, something we've never heard 


purple every- 
where, but not 
a drop to, er,., 
well I don't 
know actually. Ves, more in-game 
screen shots, all looking extremely 
attractive. As you can see, Toby has 
included far more contraptions to 
play with in Extractors, although that 
skeleton boast in the middle looks a 
little bit familiar, wouldn't you say. 
Diggers fans? Oh well, it's not my 
game. Mr Simpson can do whatever 
he fancies as far as I'm concerned! 

about until now, (though fans of Yes 
and the artworks of Roger Dean 
won't have much of a problem in 
imagining the sort of thing we're 
talking about here) the Floating 


Lands are in fact a far older part of 
Zar; Ionian history than we've beer 
party to. About 6QQ0 years before 
Extractors (and therefore some 585C 
years before Diggers) a peaceful race 
of intelligent beings called the Flinarj 
were forced to retreat to their capi- 
tal city following an attack from the 
violent 'Quarriors' (remember 
them?}. To cut a long story short, to 
get away from the 'Quarrlors' the Fli- 
narj invented 
an enormous 
machine that 
allowed huge 
chunks of land 
to float above 
the atmo- 
sphere, They 
used this to 
raise their cap- 
ital city and 24 
other land masses into the sky — 
land masses that are now extremely 
important to the ZMTA. So, in order 
to get to these floating lands, the 
ZMTA invented their first flying 
machines along with a whole host of 
new mining gadgets. Including hom- 
ing missiles and flying explosives. 

However, their activity was being 
observed by the Flinarj, and they 
deserted the floating lands to retreat 
to their capital city, hidden safely 
under an enormous shield. This 
shield is powered by twenty four 
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WORK IN PROGRESS 


^Terators, one on each of the float- much better chosen because we 
"3 lands, Yes r you can see where know from the outset exactly what 
s is going^ can't you... 5 the player's going to have to do — 

The player has to go from float- the range of equipment has been 
■ g world to floating world/' chosen to match those goals. You 
* ■ plains Extractors' programmer, don't necessarily have to use it, but 
" : By Simpson, “finding and dearth if you don r t youH only make life dif- 
>ating the Flinarjian shield genera- fi cult for yourself/" 

: r s while, at the same time, sue- You have access to all of the gad- 
. r-ssfuily mining enough fuel in order gets from the very start of the game 
■ ; get to the next land. Of course, if (as long as you have the money to 
_ ey want to use any of the great buy them. Ef— Which you won't), 
z. jdgets on offer they also need to and though you won't need them to 


“ine for Jewels to sell. 

So. er ( just like Dig- 
:frs F then? 

Well I don't 
want to sound like 
m slagging off Dig* 
z&rs because I actual- 
i think it was okay, but 
. ou didn't have to explore the levels 
st all — you just found one big area 
jf earth and dug. That isn't the case 
*ith Extractors, because if you just 
:=g, you won't find anything. You 



start with, it will make things nicer 
for you. In practice, you only 
U., need explosives for 

each of the early levels, 
simply because you'll 
need to blow up the 
generators. 

So, though not wishing 
to aggravate young Toby, I 
have to ask to what extent is 
Extractors simply a Diggers 
sequel? 

I'd like to steer clear of that even 



:an actually now see where the jew- though, much to my immense dis- 
■r s are by the colour of the rocks — tress, I can see that that's how peo- 
they have a slight tint, so we've been pie will look at it. I'm still pleased 
■-■b\e to place the three components with Diggers — we had to perform a 
the fuel, the jewels, and Hinarj miracle in a very short space of time 
machinery) in the far corners of the for Commodore, with very little sup- 
vel, thus giving the player a reason port, It was very difficult indeed, but 
a o explore each land. This means Looking back on it, I think we did the 
.. e ve been able to place all of the very best we could in the time we 
enemies and tile creatures specifi- had, and it was generally well 
.ally, making good puzzles on the received. I'm hoping people will see 
evels. This makes them more inter- Extractors as a separate entity, tt r s 
-^ting, knowing that the player will not a sequel as in. Say, Populous 2 
^«ave to explore them." was to Populous — P2 just had more 

bits in it. Personally, I really enjoyed 

EX-TRACTOR FANS Populous but didn't see much 
The fact that each level is now point in P2 because there 
designed — as opposed to the ran- was really nothing new. 
zum creation in Diggers — has Extractors isn't like 


that at all. I mean 
shares the same 
world and shares 
{to a certain extent) 
the same visual 


|T ieant that very specific strategies 
nave been put (into each game, 
whereas you could quite happily 
plough away without worrying 
about any of the extra toys in Dig - 
pen, now you'll have no option but style, but it's not 
to utilise them if you want to get just a digging game 
through certain puzzles. anymore. In fact, on a 

'It's now an arcade-strategy- couple of levels, you 
adventure. The monsters will never have to dig almost bug- 
act in the same way, because they've ger all. It's much more map- 
now got a very nice intelligence orientated, more exploration on- 
attached to them — they can actu- entafed, there is a defined goal and 
ally he nasty and unpleasant and get the player knows from the offset 
in your way. I've got quite a complex exactly what they'll have to do." 
artificial intelligence engine now, so 
that the monsters are a more inte- EXFELL AIR? 
gra! part of the game; chasing you Some of the irritants' in Diggers 
through certain parts of the level, have been taken out for Extractors 
and forcing you to make decisions.. so, for instance, whereas in Diggers 
n Diggers , the intelligence wasn't so you couldn't always trade in all your 
mportant because the monsters jewels, now when you enter the 
were just getting in your way. You shop area, all of your gems are auto- 
weren't forced to explore, so it was matically credited without you even 
more a case of them just being an having to think about it. "Some of 
annoyance should you come across the sensible, constructive criticisms 
mem, as well as providing some that came out from the press have 
competition. been considered and incorporated 

The equipment in Extractors is into Extractors, We wanted to make 


sure we didn't fall into any of the 
traps that were pointed out before/' 
Toby expresses extreme surprise, 
not to mention relief, that Extractors 
has been one of the smoothest 
games he's ever written. ''It's quite, 
quite odd, I'm expecting something 
to go horribly wrong any day now/' 
The only real problem encoun- 
tered with the programming has 
been fitting it all in the CD32. ‘'Mem- 
ory wise, the machine's only got 1.2 
Mb free when you load it all up, so 
it's a nightmare. Extractors pixel- 
scrolls. which Diggers never did, and 
in order to do this you need astro- 
nomical amounts of memory. I'm 
quite pleased with that aspect of the 
programming in view of the amount 
of processing that goes on inside 
Extractors {not like a platform game 
where there's very little processing 
involved — it's all visuals). Extractors 
has an Artificially Intelligent engine, 
object handling, and all the process- 
ing for when a creature is off-screen. 
Just because a fight isn't going on 
on-screen, that doesn't mean it's not 
happening — it is. So there's an enor- 
mous amount of processing, but I've 
still managed to squeeze it ail in and 
leave enough room for the pixel 
scroll and parallax background with 
lots of copper stuff/' 

Circle: This, as you may have noticed, 
is a picture of, er... someone. I don't 
actually know who it is, and consid- 
ering I also forgot to ask Toby about 
it, there seems very little point in 
printing It. Then again, what with 
deadline approaching and Andy still 
showing no signs of know- 
ing; what's going on, 
l r d probably best 
just include it 
under the head- 
ing, 'Probably 
something 
from the 
game'. Do 
you know 
this man? 
keep 'em 
peeled. 







To put Extractors on any of the 
other Amiga 5 would, according to Mr 
Simpson, not only he impractical, but 
impossible, not to mention uneco- 
nomical " Diggers could never have 
run on an A5QQ because there's just 
too much processing going on. With 
such a huge map and so many 
objects having to be processed — 
even when they're off-screen — it's 
a very awkward situation for pro- 
grammers to be in. Extractors will be 
CD32 only, but having said that, it 
will be compatible for anyone using 
an A120O or 4000 with a compatible 
CD-ROM drive/' 

Toby assures us that well not be 
visiting the planet Zarg again, even 
though it seems to be building up 
quite a history for itself. Although he 
does at one point add, "...well, you 
never know/' Hmm. Thought you 
might say that And finally, consid- 
ering you're a Millennium boy, do 
you like Mr Bfobby? "Do I like Mr 
Btobbyl Oh god. I'm the wrong per- 
son to ask because I’m one of the 
few people that seems to like it, \ just 
think it's so unbelievably stupid that 
it's really good fun. In fact, I'm one 
of these sad b'stards who's got a Mr 
B lobby fridge magnet/' Oh dear. 
And, er, on that bombshell... it's 
time to put the phone down. Very 
firmly indeed. 


10 p 

* 



Above: He! I of This all looks rather 
sexy doesn't it. I admit that it ail 
looks quite Diggers- 1 ike, but am 
assured by the man who knows 
(AKA Toby! that the game play will 
take this far, tar away from simply 
being a 'Daggers 2' offering. Nice ici- 
cles eh? 



How do you fancy an enormous tump of rock flying through the air? Well, it 
may not look like much, but as far as the Zargonians are concerned, it's 
more valuable than gold dust, not to mention less likely to blow away 
on a windy day. There are twenty four of these little darlings tu work 
your way across, so get yourself a good pair of walking shoes. 


> 

n 


o 


on 

~Q 

> 

o 








COMPUTER AND VIDEO GAMES, OUT ON THE 1 5TH EVERY MONTH, AND ONLY £2.25 
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MORTAL fiCOMBAT II 

Acclaim 

40 

SHAQ FU 

Ocean 

4t 

MR BLOBBY 

Millennium 

44 

ROA DRILL 

Acid Software 

46 

MARVIN'S AO VENTURE 

21st Century 

SO 

DREAM WEB 

Empire 

52 

BASE JUMPERS 

Rasputin 

54 

LEMMINGS 1 

Psygnosis 

58 

SUB WAR 

Micro Prose 

60 

POWER DRIVE 

US Gold 

62 

SWOS 

Renegade 

66 

WHIZZ 

Flair 

66 

SIM CITY 2000 

Maxis 

7*1 

PINBALL ILLUSIONS 

21st Century 

74 

TOWER ASSAULT 

Team 17 

76 

RISE OF THE ROBOTS 

Mirage 

78 

OVERLORD 

Virgin 

H 

OW DO WE 

DO IT? 



At The On§ we believe a picture speaks a thousand words. That's why our reviews are a bit 
: Cerent and, we like to think, a lot better than the rest; Each game review begins with a short 
introduction, telling you what sort of game you* re reading about and outlining its plot then 
-.e follow that up with illustrations, maps and -diagrams accompanied by informative captions 
that demonstrate every aspect of how the game plays. Finally there's the Verdict where we 
explain the game's good and bad points in detail, so that you can work out precisely whether 
the game's for you or not. Bear in mind that although a review is only written by one person, 
-ie whole team play every game reviewed and the Verdict and scores are based on everyone's 
" sut. Based on years of research this is, quite simply, the best game reviewing system devised 
&y man. Er, probably. 
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THE VERDICT PANEL EXPLAINED 


This pkcy shows you clearly 
which Amiga - A5QQ/60EJ. A12QQ or 
GD52 * the game is being 
reviewed cut. 


This pane? indicates Who IS pub- 
lishing and who created the 
game, along with essential info 
such as how much the game 
coil i, when lf"il be released r the 
control system(s) used, how much 
memory your Amiga needs to run 
it haw may disks it comes on 
and therefore how much swap- 
ping you can anticipate) and even 
whether you can install It onto 
your hard drive. 


This percentage indicates not only 
how well -drawn or animated the 
graphics ere, but el tea how well 
they complement the game. Some 
game* look great in static form 
but may be slow and jerky J ln the 
flesh' which will be indicated by a 
lower-than-ejtpacfed Graphics 
wore, 


As with Graphics, the Sound score 
isn't bated purely on Hie quality 
of the tunes and sound effects; 
but alto on how well they 
enhance the game, For instance, 
an all-guns-b lazing shoot^em-up 
with a silly bouncy jingle 
wouldn't do well here. 



Playability, which we hope will 
soon he incorporated into the 
Oxford English Dictionary as a 
'real* word (write to your MPS), 
indicates how easy the game is to 
get into and how much fun it is to 
play. Things like poor contra l or 
cluttered screens will take this 
score down. 


Another 'new 1 word, Instability 
indicates whether you're likely to 
finish the game in a day or a year, 
and also whether the game is one 
you're likely to keep returning to 
time and time again. It's a rather 
important mark, especially with 
games being so expensive. 


The Overall score is the definitive 
guide as to whether a game is 
good or bad. It takes into account 
many factors other than the four 
main ones listed above, which is 
why it's not simply an average of 
those scores. Anything scoring 
85% or above is considered an 
essential purchase. 


The Amiga family is even bigger 
than ever now, with people able 
tq buy ASQO/GOOs, AUOOs and 
€P32s. Here's where well tell you 
about how the game runs on the 
machines not covered in the main 
Verdict panel, as well as whether 
any enhanced or cut-down 
versions of the game are planned. 





ANDY NUTTALL 

Hailing as he does from a pid- 

J dling, conquered country; fetid 

with the smell of Cliff Morgan, 
Andy will be spending most of 
i Christmas with his family choir 
y and a selection of their 
£ r" ., j* favourite livestock, it's sup- 
r / \ posed to be a secret but Andy 

1 — -■ — - has applied for the post of Tal- 

low Hoy to the Chief Druid, which if he J s successful 
means he'll spend IMew Year s Eve on Salisbury Plain. 
Apparently they stand naked in a pool of leek soup 
and wait for the woodcocks to cover them with 
dead beetles. 


I MATT BROUGHTON 

Matt's ail excited because he's 
going to be appearing on Top 
of the Pops Christmas Special, 
in Denmark., Yes, finally, old 
teas le- face has made it big, 
'Pastry-Side', and will be jet- 
ting to 'Der GfOjchen Horn" 
and swapping goals cheese 
with the cream of Denmark s 
pop industry. Migga Magga 
Mogga will be there, and Matt can't wait to 
exchange roll-mops with the man who penned the 
immortal Bringing Home de Bajkern and the 7G F s 
mega-smash Herring Me Softly (with his sponge), 
Copenhagen's very own Sk|oppie! 


m harry ait rill 

H ri / rkiesn f hold with Chrkl 
VS mas, believing it to he a prsp si 

• or 9y bur P' n 9 snogging 
* IKVI when il should be a time of 

the most marvellous misery 
wi I h lo t s o J I o v fe n po 1 1 n q i 

jHHHPVHHU recently opened a home for 
Eroded Drumlins just Outvide Stockport 


Everyone 

knows that post glacial features feel the cold weath- 
er particularly badly — and what docs this callous 
government do? It slaps VAT on all morraine 
deposits made before the Third ke Age* It's very 
probably the work of Satan'-. 


■ ■ — , JO WINSLOW 

L yV ... ^ \ Stop trying to look like baby 

things io make us agree with 
| ■ K you, Jo. Christmas is not a 

fv ^ time 'to tell hum how much 
L Mr J i y you love him with Old Spice' 

or yet 'an occasion all the< 
P family will treasure with 

Kodak'. It is a time for drink- 
V ing and eating, and filling 
your tummy up to the sky 
with potatoes and turkey and gravy and BREAD 
SAUCE before puking voluptuously into grandma's 
raffia-work knitting basket, staggering back and 
watching the carroty bits ooze out gradually 
between the weave. And that's just for you girls! 
Boys have to do it blindfolded, carrying a rnoun- V 
tain of beer. f 








Utl UUU 


.■my 


selection of friendship mowes, I 
think fd rather be impaled on a 
spike... 


Donning a striking orange robe, and effecting narrow eyes with the aid of two bits of tape 
Andy Nuttalf enters a strange, smoky land, searching out the evil of Shao Lin. "After work- 
ing with Matt and Harry,” he says, confidently, "this should be a piece of cake.” 


Ahiivi- I pice fh»T Dead Pool, th*« 
lijdt JifjMPiind dictates your tatnlily 
hill'll i iiiimh, i-i hi d your 
cj|Jtion«<nt will sail inti* the air, and 
Ih-i-n. - 1 . j y up then He'i impaled On 
tlit i.pitts, yi)pj VL-i- r .-md the only 
thimj* relUfnlMfj In north tire a few 
Eln*|,j.% 17 f hl% h l< mil 


On the Portal stage Hhis bdtkqrouine 
basically}. it you're in a twoplayt- 
cj.irnK- this rdf her normal looking he.J 
iippears and shouts "Toasty?" Appa- 
ently it's th^ fact of the William 
artist, Or something. If you hit dowr 
and fire immediately, youll access an 
of /Worfj/ i three hidden characters — 
called Smoke (not shown 







Above: Ynur character's Fatality, or 
Death Mqve r is occasionally 
by the 

background of the screen. 

If, say, you're by the Dead 
Pool, and you "finish him" * 

properly, your opponent 
will sail into the air and ■ 

plop into tha pool con- 
taining... acrd. His 

skeleton then appears, jRdi 

floating away. 


-*■ ’ - 3 *' 


■HI! 


i ilr* thf f.Tt-iliTy and friendship! moves, ^jch 
pL<yirf .vivo h i- r .* ti.ibality, which magic-illy 
f gr* your opponent hack to his nappy 
< r jFj r| /i - % t for jutl an odd combination of 
^jyrJjp Ri Flri.ifiDUtvrtA, a shining new babbie 
' -‘j Irl bin yours hot strangely, all the Ifcttl-- 
uriv ItHlk the same. 


Controlling tht lighten a trn-IM with just a single button, but the design 
Hi h-ivt- in«luded a two button FOnlrolhu option. in case you own a Mf L ga 
lirtvfe ‘i yl*= JOypjad or pay^uk If you have, one button becomes a kick, tho 
-i pi oh tv but ilyii I fi ifib« r«>p^inr ies with the hardware, Ywo-butlnn 
i ooir«dlirr4 won' I work iin 11^ AUOO * onsulf your local chop b tf 0 re you bu] 


The bodge fatality's a hit cack, actually, Ag.nn a high pumh will fling you# 
nnemy into the air tike a rag doll, tending him to hh rk .^\i by plunging him 
several hundred feet ftv*r the side. And he ends up spP*l i- r- d on lh« 
concrete below (see inset). But the animation n remarkably unn ili-.br 


riu- mlkt p ■ *- ill'n! cuilmated hutU grounds from the coin-op are one of the 
few casualties in llus Amjy.-k cqnvftrtion. This or ml* talking tree is now silent, 
but at h.vji the huge range o If hack grounds art included - even if they are 
■ill static 












There's lio advantage to playing JWf 
on an A12D0, except that extra graph- 
ics are loaded into memory to cut 
down on dish- swapping- You J H find 
the same effect on any machine wit* 
over 1.5Mb, and if you own a second 
disk drive, you'll hardly ever need to 
swap one of the three disks. 


Above! Ihe ahjpe-hif ting 5 hang 
tsung a Fite the epitome of evil 
■Ahn^- Jrtc'.ll C.MrW'tl w;i t (if hlortrt 
(Combat now third horn top 

-Above him is his master S h u li Kahn 
and Kahn s second- in command L*prO 
So now you tan J be' Shansi T"ung. 
which means you can morph into the 
same form as your opponent — not 
into any opponent, as with the <oin- 
op. Contusing.., 


Left: Liu Kang s new Dragon fatality looks impressive enough 
; — he “morphs" into the big green git, and bites the upper 
torso off his opponent. But when he returns to his normal 
State, the trousers that he leaves behind are rather less spec* 
t.iCulur; because if S the upper body of the digitised fighters 
which is most impressive anyway. 


ftelow; The 12 characters line up, wait- 
ing to b« chosen, It's a bit like being 
at school, when killer' Rodgers had to 
choose his team from an array of 
footballing misfits. Only, er, harder, 


Ahot e Jh.i limit c age *ui pii%(nuh 

*iij|l*? f<ni hiii %i:e I’ will hieirartl arid fue at 
thv 'AiTH‘ timiE' fcvhllcr nt .1 nd UH] ilost’ fwi- 
> our iippwii^nl and h-e II on It dii 
tlie iplKI but -il-ii' puih h vnmi oppo- 
nent i L 3 h< in the t.iBha^ai.jongt It ■» 

* slic'd ji nj'ikd«i- du-iK and it causes 
-* huTh piUli^ii ^ lineal to t-mrt from 
thf* vMnu 


Below: Like the original Mortaf „ 
Acclaim has included not only all the 
special moves, fatalities and hidden 
characters, but also all the blood and 
gore. Great stuff . 


A button press awui from yocM exponent delis er* a medium strike th>*-e m 
on your opponent and the varnr move bei on if* ,i L nee to the mbblrr s 
>s \ Holding fire down foe a imu e produieii a kiik i apidh |.ibhing fine dplnei* 
\ a telling punch combo Thfvf combination* at moves .ire an ex we I lent 
! example of fluid design Fauta^iit 











Ml Li ENA 
Best Spec Mi 
mo we: T ele- 
port kick: 
teleports. . 
coming down 
fi^firit, 
Friendship: 
Plants a flow- 


OUT WITH 'THE 
DEAD WME) 


T wo of the original Mortal characters, Kano and Sonya BlAde, 
have been ousted in the sequel — presumably for being a bit 
crap. But while weil never see Kano's heart- removing fatal- 
ity again,, there are an extra seven characters thrown in to make up 
for that, and now each character has two Fatalities and a Friendship 
each. And now, The One can reveal a selection of them. 


Acclaim 

hOp ■ 


i* 5;99 Out Now 


WNst tlj'i |H4tflLlf»krFiii; 


l&jrMki, 


iHAil KAHN w I 

Ihfc» lnplilPf , jtinH nnpii 

Swr of the liwial tumiivtitioii 


CiOHO 

Sh.io Kahn's, liifilp r er, rather hyur 

helper, kiVi y tin.iE.fh- 


5 HAMG rSUNG 

Bust SptciHil nwvit; Ir%^famw- 

tion; morphs tnt* current uppu 

iwnt. 

t^'M i lU, ilitv SnuP Hr, n pi Micks 
the Kite furu* Irunv hi 1 , victim 


ftFPTPLF 

Best Special mbvv: Invisibility: 
wkfre the hell #s h *7 
Best Fatality: Eat hikicE need we 

54 V more? 


HAH AKA ^ 

Best Sptttiiil move: Blue 
sp.irk: blades to elec- 

tric spark, 
Best f t-llity: Spike lift: 
t Jim spfckvi iti to apponem/ 
lifts IlllO dll'; 

— - V ' 




HMNNYCAtiL *4jL 
Best Special rnovi* 
Package check; dock 
the Splits, thumping / 
oppOriVMt in nuts. ff ! 
Eltkt fatality: Torso 1 

teat rips upper tor snj- f 

off with bare h.iniLr 


SUB ZERO 
Best Special 
rMOvtf; Deep 
fre«»: turn 
opponent 
into a blod 
ot ice. 
Friendship 
Boy :i Sufr 
Zero doll ! 


K T Orso-J ! - 

■r torso! ,f f k- r 
■ h.uuls J } 

f LlCJ K A-NG 


fim KANG 
Best Spi t 1 . 1 I om#; fireball: 
sn* h ill deadly. 
Futility Drag oh: fnonhs. 

then iJitvs Uppf C to rso Jfftjn 

Jfcner ' V 

Beit Special fAbvy Floor punch: 
Lausws smalt 4 > 4 « 4 hquake by hit- 
/ ’ ting floor. 

Best i^iktality: Head splat; 
squashes opbqfceni's head with 
^ hinds. 




er for her 
1 friend r . 


. ' k RAYDEhJ 

Best kpt-c/4 move: Sho-^k; huge 
/ ch.ir Lje of eft“L tricity. 
U* si iki t al ity : Electric e* plosion:: 
or, I'lplodea in a huqe Ijall of,.. 
/V - electricity 


ff U * & 4 

Beit Spec iar mover H. 
like frovh 


RUNG LAO 
If Hat thrOA; 
roifh the New 
Avengers 
t chop: slices 


Best Fatality: Hat chop: slices 
opponent clean in two verti 

hi y - cfl|| Y- 

/ ; d * 

_> JL ■. 


^KITANJ 
^ BcAf Sj 
move: 
throw; 
aa fans m 

i tiuirtih 
- avoid" 

"X friend 

Offers 
mal 


CD32 


I THE VERDIC 


Right from the Intro sequence, Mor- 
tal Kom bat II oozes class. Because 
the game had been produced so 
quickly, I suffered nagging doubts 
that it may have just been ‘thrown 
together'; but nothing could be fur- 
ther from the truth. This Amiga con- 
version is damn-near identical to the 
Mega Drive game, and what ft lacks 
in animated backgrounds it more 
than makes up for with a plethora of 
deep-throated samples, some of 
which were sadly missing from the 
Mega Drive. When The Voice growls 
such pleasantries as ‘Fatality’, ‘Flaw- 
less victory and the all-important 
‘Finish him' (all-important, of course, 
if you happen to be the ‘Finisher’}, it 
fills you with a feeling of achieve- 
ment so great that shivers cascade 
down your spine (unless it’s already 
been ripped out by Sub Zero}. Probe's 
piece de resistance, though, is the 
brilliant joystick control, designed to 
take advantage of one-button joy- 
sticks. To make it work at all is an 
achievement; to actually make it 
almost as easy to control as with two 
buttons (save for the blocking manoeu- 
vre) makes a mockery of softies who con- 
sider it 'impossible' to convert certain games (Kick Off 3, 
Streetfighter 2) to use one-button controllers. Anything 
negative to say about it? Well, the disk-swapping is exces- 
sive if you only have one floppy drive, but to be fair it not 
only takes advantage of a second drive, it also loads most 
of its graphics and stuff into the memory if you have any- 
thing over 1.5Mb. So A1200 owners with two drives will 
be laughing. And the ’friendships' and 'babalities' are a bit 
of a let-down; being nothing more than a shallow gimmick 
which you’ll try once, but never bother with again. Aside 
from that, Mortal (Combat ll’s a triumph of design; 
playable, challenging, with a great big dollop of atmosphere 
throw in. The best beat- 'em- up ever? Without a doubt. But 
don't forget Gremlin’s surprise, Shadow Fighter, is wait- 
ing in the wings, it's going to be a bloody great Christmas... 


ire are no other version* of the game 
planned, because Acclaim is ‘testing th* water' 
With the A5/6QG game, How*V*r r if it sells well, 
you never know what might happen. 
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When you sign up a world class basketball 
player for a computer game, there's at least 
one thing that's dear cut — the game genre 
you're likely to have. It's obvious iitnit, it's 
got to be a, er... beat 'em up?f? Hello?! 
Hello!? Matt Broughton investigates. 
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V ersatile chaps these basket- 
ball players, aren't they? I 
mean, look at GJ Simpson. A 
top ranking basketbafler, a perfectly 
accomplished actor, but not satisfied 
with this mundane 
lifestyle, he went on 
to become a 
perfectly pro- 
ficient murder- 
er,, rally driv- 
er, and skilled jail 
bird (allegedly™ 

^ Legal dept.}. 

Wot very similarly at all {who 
needs a libel suit at this stage of 
the game?), ol r Shag! baby's got a 
finger in every pie going — musk, 
acting, writing, and even a bit of has- 


ketball in his spare time! Wow he's supreme (Cl 994 Unoriginal Poppy- 
turned bin hand to computer games cock) but bored of blighting people 


and, relying on his Street- wise 
rock ! ard image, the pro- 
grammers have dreamed up 
this strangely familiar format 
of a one-on-one beat 'em up 
bash-type fhiragy. 

There are three 
choices of play 
— Story Mode, 

Duel Mode or a 
two- player Tourna 
ment option. In Story 
Mode, you play Shaq — 
dragged into an alternative 
dimension while on a basketball tour 
In India or somewhere (© 1994 Tenu- 


in his own world he fancies a bit of 
a blight somewhere else — Earth 
was the lucky candidate. So 
kicking the current 
Pharaoh off the 
throne of Egypt he 
has a whale of a blight 
until some goody-two 
shoes called Ahmet 
comes along to Spoil his 
fun, wraps him up in 
bandages and banishes him to a 
world of mummy-dom. 
Understandably 
racked off with 
thiiS., he r s gathered 


ous Links R Us}, in this strange new himself together 

Second World, an army of 
Sett Ra, an evil u 1 1 r a - b a d 
sorcerer, ruled dudes and 


plans to wreak revenge on Ahmet ? 
descendant — Nezu — and general- 
ly take over the world. Only you 
Shaq can stop him. {Yawn}, 

In duel mode you can choose an> 
fighter you wish, and basically bash 
seven shades out of all comers until 
the end. All the fighters have their 
own special moves — it's just up to 
you to find them' through trial and 
error. ® 
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H^y r why bother with all this run 
* ■ r j around and hurtpng your poor lit 
•* >rvdy panrfies with this punching 
- ttarirey when, as the Colonel 

you t*m turn your 
^*n into -,i tpun and shoot the bug- 
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LA STABILITY 


VERDic” 

It lias to be said that graphically , 

Shaq Fu is a bit of a treat. The back- 
grounds are extremely attractive and 
the sprites themselves, although a 
smaller than your normal beat-'em- 
up, are beautifully animated and 
there are loads of them. Because of 
their diminutive Siie, they have a 
quirky speed and nimbleness thaf r s 
interesting to watch, and surprisingly 
rewarding to control. J've played the 
Mega drive version before, and in 
many ways the Amiga version is the 
better of the two, certainly in as 
much as that you can't walk through 
the game beating every opponent 
using just one move fShaq s throw in 
Easy Story Mode polishes off most 
opponents on the Amiga T but not 
everyone, and you do have to per- 
form a fair amount of jumping 
around to boot). The game moves 
along at a fair old pace, and the spe- 
cial moves in the main are imagina- 
tive and fairly easy to execute. 

Overall though, it's not an instinctive 
game to play ; the controls are often 
a tad dodgy and erratic, and it gets 
fairly frustrating when your fighter 
won't move the way you want it to r 
instead just stands there for a few precious seconds like a 
lemon, nay citrus fruit, as you waggle frantically on the con- 
trols. The most serious drawback of the game f however, 
and the one that has brought the mark down into the fifties 
from around the mid- seventies where it should have 
belonged, is the complete lack of continuity due to the huge 
amount of disk changes that have to be made. We all know 
this is often a drawback of the Amiga, but having to change 
the disks up to four times between each bout of fighting is 
completely unacceptable, and the ruination of what could 
have been a nice little beat- f em-up. The game just doesn't 
seem worthy of six full disks, and data organisation is 
appalling. Iven with an additional external drive, you'll be 
in for a long night if you choose to buy this. Shame shame 
shame and er,„ shame. 


There are no plans to produce a special A12Q0 
version, However, a CDI2 chap will be released, 
although it won't have any enhancements (what 
a waste) costing £21.99. and might actually be 
worth a go because the crappy dish swapping 
problem should disappear. 


**• 
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luriSe SftnM..- — - A1ZM«:D37 IB 49 

IO40 utopia 2 ....A50tti£Di2i'4 99 

HICK OFF J EUP<1P| n« CHALLENGE 16.99 

KICK frff i EUROPEAN CWAlLENGE. A125014.44 
KICK DFF * EUROPEAN ChAuENGE .. ..CD9Z22.99 

Kid Chaos . ...., A12D&QD32, 15.99 

Kid Cheers — 1^44 

Kid Pi» 10.99 

Kids Ruled* - - 12.4S 

K.ng Pin — 10-99 

King Pin CD32.12.95 

Kinut OuiM 1 cr 2 or i or 4 ...... 1 2-44 

Kmgt QiiHl € A90Q , A1 2UU £2.45 

KIA. anu Play ... - 22 95 

KNIGHTS OF THE SkVu, u , H , u 141.59 

Krusty's Super FlAilWvlW — 17 55 

tail Nln]* L - - — - E W 

leqacyol So<asil — - - ....17 59 

Leqiqf of Sw«l! — — - CD3J.L7 59 

.- 1 1 ni rsi Robin Mood — 12 59 

LCObHUS » ...,.1 2 .'W 

l^isnrir E^iit Larry 1 or 2 or 3 12 59 

Lemnunqs 1 - CDJ2.*599 

Lhp i r'ri 1 1 1 r i ijr>. Double Fack 14 49 

LEMMINGS S ..19.45 

Lethal ^»n ..... f-94 

Ufifcf "llie Challenge Qr Gil* - 12.99 

Lionhearl — — Iff* 

lion king mm.,.,— Aiamin.59 

UTIL CIVIL. C033 19 49 

Lombard HAC Hally €.54 

Lcwiffl — -1Z.M 

l m m ol Dims - A59 


JUNGLE BDDK.m 

lungftc StrAe 

FjnijiH' Sli’»'> 

K24D Utopia 2.. 


^kflelor Kr**... ... 

SkidmarLi - - 

SkUJ MARK E. UPORADE ... 

Skidmarks — ... 

SkilLhin — -■■■ — 

Sleepwalker ...... 

Sly Spy_ - — 

IntppmpJ ._. 

Soccer Kid.. 

Soi.w Team Mkmgflr 

5oh , h , i.ire Manage) 


P'Oiy U^ jinning Of The End 2J ■99 

D DAT OVHILMB..™^. ia 49 

DGerierali^n — 13.95 

Daly Thompson s OIvn'pkChflHtngft. €.99 

DARK Htft - CDMIi.ffl 

(jAWN PATROL ,.A»&At2MZ2.99 

Deluu- Paint t .. M.94 

0* rant & CVnashcr... 

pf if ™* . ASCCs'A I 20022.94 

OemOrtHhiW - — 17.54 

Duflo Core ....CMM9.49 

Desert Strike .... - 12.M 

Dlnopawtiwv Aqemv. ... 12-44 

Dispesaule Hero .. ■ ■■ — CD J2 12.59 

Cliffy iii# Rig & i ,...CD32 12-49 

Dogfight.. - — 1 2 55 

Dragon Ninji - m&4? 

Dragoon one A IJfOOJCD J2 Z2 55 

LMUAMUrfB -AMWA 121*17? J-l 

Dun* - -,itm 

DUNL 2 

DuhflKm Mauor + Chaos ,...i4 , 49 

Dungeon Masser 2...... AW^AlKlDJi 99 

j Dynoblnlor ... — - 19.99 

Cany AMOS.- - - 


Mulans League Hixkey ASH^A I2KI Y ■' 95 

Nai to P&*ei — ».m.1 59 

Movrs ... 6 59 

New Zealand Story,. -6 “93 

NHL Hrj t k#y95 - _.Jk5fflyCD32 27.tt 

Midi Faldos Gall .-OflJ.a.M 

Niqel Marriells W^dd Champ CD32.19 99 

highcbr*f d....„. 6.94 

Night Shrft...^ — — 10 95 

Off) if Shprif'i Bridge .... 7J-49 

On The Ball Wbrld Cup E-d -., .15.45 

On The t All-World Cup Ld A120O 22 55 

0*j Ike Bjul League Ein 14.99 

On Tm B^u Ls aw* E*,.,-. .._.ATldfF22 94 

OperBWHi HHlItr .B44 

CfNratian Stealth 

■Cnaretal Game* — — B-.55 

Outrun Eurqpa,,. — — ...8 49 

Overdrive — B55 

Halric. inn - - 22 59 

Pat ay 1 1 Scars B59 

P m Mil lio n — — 1 9-99 

PGA CuroTdur ,....A50^A12OWCDJZ IS 43 

PGA four Golf 12.94 

Pictionarv - - €49 

PINSAIL DREAMS 6 FANTASIES , 22.99 

P nball fantasies- .A12QB 15.94 

Fmball fantAsitl- — .....C032 2^ 94 

PinhAll Magac ..£.39 

Firatas ■ -. — 10.45 

iPiratfrl&9J^ C032 19 59 

Pink la .....,.dP32 .19.49 

PirAie.. AI0&AI2OO17 55 

PUrighifr ^....B.95 

Pikie a Diaie ... - - 8 45 

Plane* football .Al.KHF<tD32 22 49 

FblkBOyasj 1.2 ce J.._ m,,I2 59 

Populous -t Prmr sed LAhCh - - ~....i2 99 

PoryijtiM 13 -55 

Pnicman Rat 6.59 

Postman Rat 3 - — 5-59 

Fw^rlrM .A5<WA,«WCPiZ 15.99 

Fowemouse — 3249 

Powemi^iigar K Data Disk 17-49 


CD32 12.99 
_.7.94 

.A5Gft.A13M17.49 

-.10.94 

4 94 

_1d.45 

CD3217 55 


Al?tinifDJ2 22 59 

17 99 

....tttl 

1012.19 59 

,.A«H)pTCD3? 17 99 

A5DWA12D0.B49 

6.99 

1344 

..CD32. 19.99 

10.54 

_!T.» 


n irrrt.iie Maraqe 1 lf.PP 

Soup Tret fTHe Seimh For 5crck> 1 9.55 

r fiSi^aep... —....MM— E.94 

Space Academy. m-,-- - — 1 B.55 

lyjutHf Afademy — COJJ 1 7 49 

Saooi Crusade... — - 4.59 

ipace OirfSt I dr Z csr I orM.._ — 12J9 

&pFFdhall 2 - 659 

S PEED0ALL 2 — — CDS21 2 .41 

SphertunmrktE - asookdjutw 

Srai diiu Special Eifil<m,., 5 99 

Star Trek.. Jktl9.ll 99 

Star CruKodar - 15 99 

Starlord ..... - — 2?49 

Struts Fighner Z ...11 99 

Scnke Fleet.. — — 1049 


ADI English {11-123 o r 112-tJ] or n J- ‘ 4 
ADl Fiertdh n 1- 13) pr (12- llj or (1 3^ 141.... 
API Machs ^1 1121 qi {12-131 W113-HI 

ADlGCSf MdtlvPfnglhhlFrench 

ADI Junior Counting C9-5J or P&-7? 

ADli Junior keadmu M-5)W (€-7J 

Belief llihj IB^TtFj 

HAatha {12-1 L) 

Cue Muse 08-113. 

CoLoit khd Add 13-5_ — m. 

Fraction Goblins I8 t33 — — 

Fun khMl 3 C-61 *r [6-6) oHM - 

Fun School 4- ju IJJS-TJ of l7 Hl 


h*WH LD 32 12.94 

hwnaer Manautf 2 — — .7.95 

Fm-'lMlF Fl MANAGER L .AMXnAi 3M17.44 

Pnme Mum. - 19.44 

Brine* Of P*flki, — — — <6 94 

Prefer X 19 55 

Prwt X/F17 ^hillengn CD32 17 99 , 

PrisTanniiTour — 9-55 

Pro Tennis- T^uf 2 - J Connors Great Courli...B 99 

Puftgsy - — ....,1 4. 59 

PiAhaver — — ft 99 

PuLLy — — — ■ ft 45 

Putty Viuad - AF3WOS32 *9 59 

Puzznic — 6 99 

O^ak lu.. 9 54 

QAaiL'AJien Breed - _CD3Z.1? , 49 

Quest For 1 or 2 « — I2.» 

Railroad Tycoon — 1249 

Rainbow Blinds, - - 6 55 

R*mb9 3 I.— .6.94 

RBI Basebm i -€.99 

Re«:h for Th* skia-L i?-T4 

Haalmi. 19. 4S 

fled Heat - - 4.55 

Hanlon AWft/AMFK A 1 2M1Z.44 

Hide OangerDua,.. - —..4.49 

Pick Dingarqua 2 - ■** 

H-ngs Df Medusa GoW. 19 59 

RlftE OF THE ROBOTS-.....-,.,. 75.9* 

RISE DF THE ROBOTS A1 Z0027.M 


'Striker — fl 49 

»Hb#r a „M.„™.®I2-If.» 

Stun RuWttr - 

SBuM Qr H aoir - - 5 44 

■Jjg.il — 1 9.54 

!iu bur ban CofhfTWidp- Ifi55 

SUBWAR 2 BSD A1 2M22 .49 

SsJBWAH 2050,.,,..-,.-.-,^— — .M.CD1219 99 

iup*r Cars — 

Super Can 2 ft 99 

Super ?Lwne iriv.idrrs 6 55 

Smariroq «... - CDi2.FJ59 

Sifiier League M^nigar .ASKYAGA'tID12!9 W 

Super LooEc jCD32.l549 

Sup** HOMO* Grand Pria A 44 

Sum* Putty, CD3Z. 12.99 

SUPER STARDUST.... A120WLO JilV 44 

Sup*eftk4A 13.44 

Supremacy — ■ 10 59 

SfhdltRl — 

Tamcal Manaiief-EjiigiindViirland^lraly 1 9.99 

TACTKAL MANAGER ■M.5S DATA DISK 10 45 


Te&m 17 Collection Volume 1 
fuse Umve 2 

19.W 

6.55 


16 59 

Tar AfiirutnjF 2 

6.94 

T eini 

16 99 

TP X. 

AI2i]Ci 1 ?&99 

Tl x 

CDSZ.2i.99 


5 94 

Thi pig 6 -Plaiy 

CD17.12 99 

Thr Blue A Thefifiy ,,,,,,, 

32 99 

TKlF- CIi + 

Ai3«VOl33 15 r i r i 

Tb# G.'nnr-s .. 

... 1049 


.21 99 

Their f *1641 Hour ..... ..... 

i? ns 

The" F ness M rianns 

4.44 

THEML PARK... - 

.ASB&A1Z0O23 .95 


H 95 

Tom Lamjby St"aihjv Fitn-ifc*iLA5tJ0IAl 30019.19 

TmiCiearZ ASftftlA 1200 1 7 55 

TopGaarZ . 

CD37.1 9.94 

.6 59 

TnfiUFB Aecatn t 

At>PftlAl VLHI 1 l 69 

TOWER ASSAULT . ... .. ... ... ■ 

.CD3219 95 

..33 59 

Traps € Tr^jisurns 

.A50(kCDl2 -fi7 99 

TnuiJJl k. -r.iir 

649 

Trivial PipTmil 

., C&J2.19 0O 

TURBO TRAX 

U.P.-G 

1,7.59 

.... A UO0 2249 

y f 0 

CD3? 19 99 

in Tiurt.ee ud-in v ki inuuc 



Ultimata Peiball 

19.99 

Unlove- ied 

1749 

Uniiwise 

. .A50&CO37 2? 15 

ijntrujrhablps 

... ..L44 


655 

Valhalla I r,-(l 0> : Infn ly 

19 95 

Vopaqes CH DhtOv^ry. 

Vic.il Liqhl 

19.54 

ASOfl'T D T2! 4 95 


. .. 13 99 

Walker 

550 

Wdmnley InternaLKinH SbfttEr 
Wembley fcitemarKmai 5ccear 
■.oh-yimIk, Ruetfr Leaguv 

,. CD12. 19.90 

A13O0.17 m 

A50Cs‘A liJDft 1 7 59 

Whales Voyag* 1 - — , — , 

... CD32. 19.99 

Wduii* D^ath 

, ft. 99 

Wild Ljp Soccer . 

Wild C.ieSodtrir - 

■%Sf i\A 1200 1 T 99 

CD32 19 09 


RISE OF THE ROBOTS CD3273 M 

ftryty Woods ID 59 

Ftoad Rash — ID 99 

RMflCC# 3 — — 6 49 

Ftobocop 9 - - 1049 

ftubiiTwn'F Ffc&Hyulem ...AS00FA 12003? 4 r i 

RUGBY LEAGUE tOA^H -19- W- 

RiAes Of ErtftigffTlfht 3 — 

Huff n Tumble • 1 7.44 

Rial The Gaip^tltt ... — — — €45 

■SatFE T«am lEnhancedl C03? 10 94 

SCI - ..4.94 

■Second Sdihuf .... . ASOfti A1 2MyCD32 1 9 55 

SECRET DF MlDNK b t I5LANU 1 I Ml 12-99 

SENSIBLE GOLF, - - 19.44 

Sensible 'Sitfrin Inlernasional CD32 IH 55 

S^n-ublo- Wo 1 d 01 19,55 

SENSIBLE SDCCFfl INT FRNATID NAL . ... 1 3 94 

SfttilflfE. - — — 35 

Sc nix Hrf ah wo* Fo^^sCuaoi Enomc/TZ ..7Z.44 

|ii^;li Utalftfldt , 6 59 

Shaq lu.... — 1749 

Shuttle - Si^Kh Flighl Simulator )2 99 

5larra Soccer — 16 99 

Silent Service 2 1249 

NH CITY 2 DM Mb.. A1 J0D20.99 

Sim Cibi'Oelune .... — - 1549 

S!m uHbus - - 10 49 

Sim Classics (AnbLiftirtZiryl -- 22.94 

Sim Li<B - - — SOW A 1200.10.19 

Simon Ihi Sorceror 22.94 

SimnnTTiP ScirC^or Al2MfCD32 ?fi 55 

SIMON THE 5 Dft'C EftOR 1 22.09 

SIMON THE lOHClftf[0« I A130O1CD12 Z6.9D 

Sampsons — 8.55 

Sqnk *■ !)mni.. AHKKAIZQO..B B 


Alien Bread Z 

Arabian Knights ... 

Bbdy 0ld*S - — 

-pMCkatkiffi ...j. 

Cfianipiunship iMAn*3flr 

Eng ne 

Cambal *ir ftatr-d 

GMl Wbhd — - 

Jac-. Phcklaus iFinliniitec) 
j NH,kkaui Designer Clip 

KICK DEE 3. .... 

Lemming'- ? Tli^ Triho-s,., 

LOCui Tr5nqy 

Nick Faldo's GoH 
Nigell M.ind'h -s Champ 
Premier Manager 2 ... 
iBOSihle 50t(*r9i4i..., 
Shadow Worlds.. 

Soccer Kid... - .... 

TORNADO. 

'JikirtM- 

Walker 

I — 

&LH*i 


Nm School fl-lll — 

Fijri SthO^I Paml & Create I.St) ... 

Fun School Spelling f^'17-1 3). - 

l+enrirli'S Book OT4j»lhl3.lSi 

N&oray fgr HEnr^etta [S-1S] 

Junior Typkt fS- .. — 

Magic 

Maths Dragons lft-13) — 

M-iUn M^m.-* |H 12? 

Mickey's l23's CM)- — — — - 

Mickey's ABC'S C7-« — - 

M,n and Mu-Id 1 |3-S| . .... -■■■ 

hJoddy'i D*<| AtMntu** I 

Noddy* PlAynma .... 

Plnurfc Fracliorvs 17-10) 

Playschool C3-BI ■— — 

RtrH!H:-riii.:| YUleh lro IS lS-i2j 

Thomas ine Ta^ik C-ngiiV - 

ThorfiiS-lfW Tank Engine i 

Thomas ihc Tank fngine GaHBCtion 

lidy The HouW 16 t J 


WING -CDN1MANDLR —12.56 

Winter Gold - - 12.95 

wuriLki - ..10.95 

Wnkid ...10.04 

World ClBSiCfkUt 0033 19 55 

World Claw. Learie^boaru 9 46 

World Cup Golf - CD32.29 55 

Wo. Id Cup U^A -VA .17 49 

WORLD CUP Tt AH '5a -1 

WSfl* 4t War - - MM, -6 59 

Worlds L)l Leqend 12 ^9 

WOA4D CUP GOLF u CD3115-65 

WVJF ™,...E49 

WWf3 .mm.., - — - S 59 

KjfflOftl 9-99 

E-0kjt...._ - €49 

3ak MtOakth 10.» 

Zen Wall 19.99 

Zonked — - 10 99 

Z»oi 1 or Z * ir .,. ! -CP32 19.99* 
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I j gg 

;.... Adjpqus .in 

.,,.13-W 

A12DO.IJ.54 

TU_. ...1654 

,...5 59 

9.49 

3 59 

I 12.49 

Vol — 17 99 


JUNIOR ADVENTURES 

Retain Hood (B+l 

1 3 

Scrooqe- AChrhitnaai tarol tH+ l 

.MM 

ipilIbciUhdi <T‘1€) — 


....13 =» 

Thrjiiv". TIh' T.mk Engine- .... 


lAlmiiian the Willoen "?6+l 

13 f» 

Wiaard Of Ol - - .... 

... lj« 


Joystick Extension Cable 

Joyvliclc Y Splitter 

Logit 1 Drita Ray Autoiire JY1 56 
Logic 3 GT A.iCnlnn JT14-S . 

Logic 3 Quitrn- IT1H 

Logic 3 Logipad JTT6Q, — . 

1ft "Capacity 3.5'" Qhk Boi 

t-j Capacity 34' Disk Box- .... 

4ft Capacity J 5 ' Disk 5"« 

B0 Capacity 34" OUk pox 

Ifln C m ji a : i n y 3 E-' Diik. Uok 

Analog Joyciick Adafjior, 

Che el ah 125+ - 


Cheeiah Bug — . 

F i eptbhpi , l -.-v* ■ ’ig W""ii-' 

11 99 

29 99 

Gr£?g An-i.mred Swilch JoysLkk .. 

111 _ 1I 22 w 



10 ft 

Miii.-iem.il 

1 W 


G<ili 12 99 

AnVol - 17 99 

. mi A6MJA120D5.59 

_ 12 99 

— 1J49 

.1244 

AUHA120G1ZJ5 

...T.» 

. 12 .» 

„_..9.04 

AStrtKAl 300 4 55 

A6iWAlZ0D9.96 

599 

....9 59 

I ff 

MOOSA.1 iOOldPti 


Dravia Gamepad - 

Qu*.k|uy Jetfightir , 

Uij,:k(uy Pedals 

Guirkjoy Topalar .... - 

Qukk|0y Tgrbo 

SaiirL Meqagriu 2 Aul-frliry MK72D ... 

Sveenbeai S Spaaksrs SB30J..... 

5cr#nrpca1 Power Supply -- 

luncum Slik 6lkk - 

SWTKOffl T*c J — - 

Wifo 0 Stick - 


Games 

GOD I Dynamite Dkk._ — 

GCK)2 M^dona Puzzlos 

GQQ3 HU 

GO04 SfenhejutCora-irurlion Kit... 

CODS Bagitmun - 

GCHJE fruit Rank. 

&M7 A?W 

□MR Gnu Chen 

G004 51 Arlflrrt 

C.n p G MAgaha4l 

GB11 InlruBei Alerl - - 

0013 

GB 1 i Vector Storm - — 

UTILITIES 

UDCtf A Gene Family Tm [1 MeglLJ9 

UflOl The Work JhC-p M,- — 

uiXhi Label EHwrtf — 

U0QE Shoeshovr Crealor. .... - 

uftftfi Address Bdo*- - — ... 

UQ0B Aneroids 92 - — ..... 

UO09 Little Wlite 

LF013 The iflghl Wiy - 

U01d Panasonic Fr -nrer Driver... 

LM1 5 HP Winter rt T i 

U0T6SeiV04hd Prlntar Dr vei 

LJ0IRHP 6S0C Frinle* Driver....,., 

Lift 14 Implode* v4 W m «m«^ 

y03ftflad - 

UftZl Amiga Beginner Guide 

U03J Vetter Ranch ulJ._ 

UBJi De-Grader WO 60ft I20O 

U63A E^termm-B Virus Killer 

UD2 ^ Engineers Kh A1 2Dft enly) „- 

U&2 J Fake Memory tm A1 ZDft 

(J0?B Arnfi-n Rrp-ay for AftilO ...... .«, 

UD29 Amiga Tuturill 

UOS0 ACEJ DatabaM.- — — ... 

U01I Aiwa vl.15 

tiO J2 Excel DalabiH* 

U033 Te.i PIm-cv^I 00 

LJ099 Ten Engine 

Uft3B Number inr AEOQ 

OVEA 18'f 

s&fti AdulL Jigtaw Pujri#« 

XLDOJ Die FMkrger Nnughcy ['*i-icn:-n 


3.5 J Blank DliCf 


TDK Phcieiom Umpi 

Low High Low High Lftiw 

10 5.95 6.09 149 5.99 3.50 

2D 11.50 llW 7 50 1150 
50 27 50 V 50 E7 5ft IT. Sft 1€.3S 

IDO 52.W LJ W 32 50 62 5ft M-H5 

RECYCLED Dl-DD Low &ensily 
10 * 2.95 Z0 0 1.44 SO# 12 5ft 100 ' 
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Mr Blobby? Mr Pants more likeS Matt 
Broughton finds out exactly why 
Millennium wasn't planning to let any 
magazine review this “perfect gift 
opportunity, Tisti and humbug! 

o suggest that soft- 
ware companies are 
sometimes a bit trans- 
it an understatement, 
they're bringing out an 
ircrmous title with several 
^jfs of deveiopment behind 

- they're ringing you up, pre- 
wiring to be your best mate, 
and trying to blague as many 
x-ages of coverage out of you 
humanly possible, Should they, how- 
ever, happen to be publishing a piece 
of poo, they'N go all quiet, and 
before you know if j a game has 
icoeared in the shops that you r ue 
~ot seen for review. Funny that, eh? 

- % as though they somehow 'had a 
'eeftng' that you were going to mur- 
3er it while they were hoping people 
ivoyld just buy it because it hap- 
pened to feature a popular character, 

iook! I've just received Mr Blobby, 
iVhat a coincidence. 

Yes, though it may seem as 
■^ough i J ve become Mr Cynic 
evemighL with unscrupulous people 
cashlng-lfi and ripping-off hapless 
^embers of the public with what can 
onJy be described as J a crap game 
-maturing a big fat pink bloke who 
"alls over' (hjiariously- apparently), i 
tan remain silent no longer. 

As far as the Mr Blobby game 
^oes, the said Blobster is surprisingly 
erect. Me only falls over once (his rip- 
^oaring trade mark) and that's during 
tne intro. Other than that, it's really 
nothing more than a cross between 
Ditheft in Space (a PD game that 
Aees all over this pish) and a sort of 




You can actually choose to play as 
any one Of the Blob by family; Mr 
Glob by (blobby blob by! Aha ha), Mrs 
Blobby (b lobby blobby! Aha ha). or 
baby Slobby (etcj. It's nothing more 
than having three lives that look dif- 
ferent, but does add to the mirth. 

Pass another plaster would you. doc- 
tor? I believe my waters have broken, 

platform version of Amidan 

Basically, the colour has been 
stolen from Mr Blob by 's world, and 
it's down to you to return the afore- 
mentioned hues by walking over the 
bits of land that arc: grey, thus colour* 
ing them. Wow; 

There are tons of things to pick up 
and either eat for points, or throw at 
bad guys along with Mr B s own sup- 
ply of custard pies [another si de-spNt- 
ting jape). Oh no. Please stop. I've 
ruptured my pancreas. 4$ 

By collecting arid wearing a rather 
attractive pirate's hat, Mr 
Blobby j blobby blobby 
bfobby! Aha ha hal'J 
can swim underwa- 
ter. Note the real- 
istic water effect. 

(Er... it's just a 
dark blue screen 
— Harry,). Yes. 

I know. 

Brilliant, eh? 
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■Veil this Is the general thing you can expect from Mr Blobby. with lots of 
^rey areas to be walked over, and things to be collected- Pick up an object, 
throw it at a bad guy. and hell die. Alternatively, make them watch Noel s 
« cuse Party. That should finish them off. 
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Mr Floppy, Mr Plappy , Mr Crappy, 
and Mr Trousers Goes To The Toilet. 

Yes, all titles that this game could've 
been released under if a certain pink 
rubber -johnny with yellow spots 
hadn't been in there somewhere. 

Though i understand that Mr Blobby 
has become a childrens' favourite, 
why exactly a studio full of adults 
should wet themselves every week on 
Moef's House Party is beyond me + I 
realise that not everyone is into 'alter- 
native comedy' but you'd think that 
most of Benny Hill's audience would 
be dead by now. Anyway, the 
game... First things first — the musk 
is awful* nay. atrocious. While playing 
this game, the A600 crashed, and J 
swear that it chose to kill itself rather 
than have to play Mr Blobby. I very 
nearly did the same myself, but Harry 
tempted me back in from the win- 
dowsill with a Mars Bar and a Claudia 
Schiffer calendar. The main problem 
with Mr Blobby is that apart from 
looking horrendous, the game play 
redefines 'repetitive', with no new 
features or ideas being added at 
any point. After two levels, you 
can rest assured that you've seen 
everything the game will ever throw your way, and 
though obviously there are more monsters to 
encounter and different level designs to explore, with 
such imaginative 4 baddies as a shoe, a crab, a ghost, a 
snowflake etc, etc. you're not exactly compelled to view 
these great wonders. The level layouts are also incredibly 
yawn -esq ue. doing nothing to detract from the boring game 
play. Millennium reckon that Mr Blobby is “„.a gift rather 
than a game*', but if 1 found this in my stocking, I'd shove it 
right back up Santa's... {Snip, Thanks for your valuable 
input. Matt, — Andy) 


1 really can't see a specific version appearing far 
trill dreadful game, and I didn't want to phone Mil- 
lennium to check because I d have to have a really 
*mb*rr Aiding hypercritical conversation about what 
I thought of the game, Brr! No thanks, mate. 
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Simplicity is often the key to a 

brilliant game, and if that o' 

statement is anything to go ^ p 

by. Acid Software have ' ft 

once again supplied the 

goods. Matt Broughton 

turns the volume up to eleven. 

F ast cars, Homing missiles. Apart from the simple, slick 
Spiked walls, And cash if you graphics — including some interest 
kill anybody along the? way, ing background parallax effects 


So wfiat'i a 
Will ZOrt«, exactly r Will, 
imdome a stretch of 


it? Well try combining that with a by clever use of sampled speech, spot 
games player's dream (l.e, thumping sound effects, rind reactive music 
sound effects, tons of speech sam- samples, Break a I rip record and not 
pl-es, smooth graphics, and adrenalin only do you get a big cash bonus, but 
pumping g c ime play) and you end up the crowd screams and a wild gui- 

with what Add Software hopes tarist solos for a couple of 

will take them to the minutes! 

top of the racing er,.. Power-ups dre gradually 

tree — Raadkiti. introduced to the tracks a* 

This is, guile simply, they progress; and, of course, 

a violent racing game. no track would complete wilh- 

The first thing you're out a few yittish comet*. the 

treated to is a rather corking lit- odd land mine, and rows of 

tie intro animation, featuring speed bumps just waiting to 

Scalextric/TC R-style cars speed- chuck you into walls. Roadkill 

mg around the place, ramming. delivers. Admirably, 
bashing and generally, er... racing You can choose from one of three 
about, The highlight of this piece is difficulty levels, along with automaf- 
where one driver rolls out of his k or manual gears. Each race is pre- 
era shed vehicle, only to have his head ceded by a hint screen giving you a 
severed off by a passing opponent, description of the next track and 
It's al this point you realise the what you can expect to find there 
authors .ire n't too worried about A particularly user-friendly feature 
morals. Great! is a preview Sap, where you can trun- 

RoaiikfU presents the player with die round the next circuit at your 
some 12 well thought-out tracks leisure, check 
spread over four different scenarios, and memorising power up locations the hrst time 
eric h with its own graphic style, and ('which isn't too useful! because they 
each progressively harder in both lay- change with each lap — clever!) tr H 
ou t a nd obstacle s, si a rt you r en gin es. . . ( *, 


IM hMJS Pit KUP 


Before each track event, you're presented with a brief outline of the course 
you're about to race I>n- Apart from giving you a visual clue as to &hort cuts 
and nasty bends in the road, it also points out any new feature* being intro- 
ing out the short-cuts duced to the player, Here we re about to encounter vinous speed bumps for 

i. The row of icons along the bottom shows what power-ups 
we're likely to find on this track, with an impressive choice including such 
dr- lights as speed-ups, rochets, deflectors, money, and super armour bonuses 
This list gradually grows across the base of the screen as you progress 
through the levels. 


O utrange analogy though it m.ay se^m, Ruadkill 
^ reminds me of a pinball table, in that it's 

constantly teasing rind tempting you with furth^ 
Q£ treats and jackpots if you c^n complete set tasks 

Though it's, obviously, always b.ised around 
killing people, the game virtually shouts at you to 



murder yet another driver in order tr> get £ hug*" 
t points bonus. It's all v^ry rewarding, and a 
\ great asset to the game. Well done everyone. 

} No, really ; 


Dotted ,d round the various trar ks are bonus 
jump* covered in Smartieliki- bonus tokens ju*T 
asking to be snaffled up As w«-ll ,*t offering the 
obvious points fest, these jumps later act as a 
smart way to avoir! mine filled areas of road Vou 
need to be careful when lining up for thor- 
ium ps, though, because you have no control over 
your direction once airborne (and there's always 
some spike-filled wall waiting for you on the 
other side. Gittfh 


Everybody loves a good ear plosion fas I beheve Tve 
■mentioned before! J and R&adkMt is no diSappui-rif 
mi-nt Fhf-re are two types of missile available 
here; an unguided sort,, or a beautifully-guided job 
bie. Vou can't waste miiiibf, but once they are 
fired, they pursue their prey relentlessly around 
corners anti even. ha (|h w-adt Urotd thi*y fan shoot 
up Said opponent's bottom The M power up 
shown h^r*. incidentally, is worth two homers 
fwbat, lake out raf The VimpsonsT Andy ). 
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After i>a*h and race, ynull b* presented with thus, screen detailing rh* 

44 nous points aaumyltited during the, er... rate {n^Ce ientertte H'irry) a You 
awarded stonking little- medals tor eath ftoadliill fl just killed eleven 
not bad f-h?> < along with rather ludicrous amount of money to boot fhis iv 
ilui a good rermnder of \m% how *t upitl-lool- mg you truly are A sort of T-iul 
tall V mifror" if you will. 



Before you do anything in Road’ 
kill you'll need to Select a Car and a 
driver Each Vehicle differs ever so slightly in 
performance t&r at least I thought so — th^ instructions w^r'-n't erectly 
detailed"} with son«e cornering faster but having more swing, while C*th 
*n are more solid but tiol quite so agile. I personally preferred 
Cannon and Inferno, in case you're wondering. Incidentally, 
the Cyclone isn’t normally this big 
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Everyone'S under starter's orders, which offers os a "" 

qiuret moment to have a gu-itlt look .nt the gens-fa| layout 

of the sc re*n The top left shows your position out of the nine driven, while 
** missile count appeals beneath It whenever you try to fire Ne*t to this are 
tht time records, with cash rewards on offer for anyone able to bre?k the 
best tire. oil lime The top right shows th*> amount of money and RoedHIt 
tokens collected, whde thi= bottom right has a mini-map of thr track, to 
>(■«!#, complete with flashing dots showing all the athve c-ws The bottom 
it* ft shows the tar s revs, spt-^d and yp ar, plus the damage fht- bitie 

ho^es show whether any power-ups are currently acirve 


Don't be fooled by the lack of com- 
plex gamepiay, Roadkill is brilliant. 

Though basically nothing more than 
an overhead racing game with brass 
knobs on, it scores 100 percent in the 
atmosphere and overall feel depart- 
ment. To say that the programmers 
have got the 'play against reward' 
ratio just right is an understatement, 
with crowds cheering every slick 
manoeuvre, great widdly-widdly gui- 
tar riffs accompanying every jackpot 
scored, and more missiles and spiked 
walls than Mad Max. Too. The first 
thing that greets you in Hoadkii) is 
the superb intro, which sets the scene 
for what is easily one of the most 
addictive racing games available. 

Comparisons with Super Cars 2, 

Micro Machines, PJitro and, well, 
every top-down racing game, really, 
are easily made, but Acid is the only 
company which has managed to select 
the finest cuts and added stunning 
sound effects and smart graphics to 
the package. If 1 had a single concern 
about the game, it 
would have to be how 
long it will take you to see 
ail the tracks, but having said that, 

I’ve been playing it for a week and still I've only seen the 
last few tracks a couple of times — and that was using pass- 
words on Easy mode. One of the other things that separates 
ftoadkill from its competitors (am 1 snogging this game of 
what?) is the quality of the artificial intelligence. It really 
adds a hell of a lot to the game to have some CPU car 
appear from behind, pull up along side, and then smash 
James Bond-style into the side of your car in an attempt 
to ram you into the spiked Kill Zones. They also start to 
use their missiles against you in later levels, but there are 
none of the clumsy random shots we've come to expect 
from CPU players — these are vicious, cunning gits! I 
accept that perhaps not everyone will go mad about a 
simple driving game, but once you get hit by the full effect 
of Ftoadkill, you can't help but be affected. Blinding game! 





A5/600 



There'll be n& A500 Of AG0Q version^ but iMl 
A 1300 jpbbi* is on Its way within tK« wxt few 
months, sporting much the same greatness 
only lacking in the sound effects department 
(which will truly be a shame!) 
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p .1 r t ot the level J«nX fjike the** hie* lo fmin below (dun ( be rudel And 1 on * 1 i tilled tv I'm h Ir.nK M-iivm to vitcty. However it * not all good new* 

he\ lirfitp’ .01 imtAftf w^l|iwd( Mai velk k u^ the lunti >oon limnf rui jtr and if Mjrvln got9 wet feet, you Ime a life 





The- lImijv rna^ look like fun. Hi if it <■ JklyjiU ijuite * d.nii)i‘ix»U'. 
wjv to tr .ivfi k-iiic 1 Jin it hv^e to o^oid *f ami k-.ivu the hi i nu»iH , 
behind Ei lji felH 0 *■ ■%. _j iii leap ontv d dttid a i a •> *uch .b^ 
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JA Ifhough being a scum bag 
joy mali st is by no means a 
cushy way to earn a few 
quid (and few being the operative 
word herej r rdi hate to be a pizza 
delivery boy. No, that's not harsh 
enough, I'd rather have twelve inch 
nails rammed into my pupils than 
deliver pizzas for a living. 

Few jobs have as much going 
against them. For a start, you have to 
battle against the nightmare that is 
traffic in the nineties, through hai1 r 
rain and wind. And then there's the 
business of the adorable dogs who 
turn into nightmare mutts from hefl 
at so much of a whiff of cheese and 
tomato, iut the worst thing of all 
would he having to deal with 
lagered-up slobs, whose guts ensure 
their knees haven't seen the sun in 
years, and whose only reason for 
ordering a pizza is because they're 


too drunk and tazy to open a packet 

of crisps. 

5o I can kind of sympathise with 
Marvin, who not only has spent years 
putting up with all of the above, but 
now finds himself transported into a 
weird world comprising platforms 
and various strange beings. 

I won't go into why Marv J s landed 
himseW in this situation as, to be hon- 
est, the plot is so crap, I could have 
written iit. Suffice to say, this tom- 
foolery paves the way for some plat- 
forming action the likes of which 
you've seen about a billion limes 
before. 

This, P think, is the first platform 
horse to come from 2 1st Century's 
stables. So the question is: after a glut 
of pinball simulations, can 21st cut 
the mustard in perhaps the most 
over-crowed genre of them all? 
Hmmm„. jjji! 
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tittle Marvin's equally at home in his little monochromatic undei 
as he is above it. That is, unless there's a boat floating on the surface, which 
is a sure sign that this particular stretch of H20 is as deadly as, er, a very 
deep pond. Which of course, this is. Except, er. If isn't. Oh, dear. 
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(Circle) : Okay, so this may not put the most 
? lititGment’flU^d screen shot in the history of 
magazines, but it illustrates quit# an imper- 
■aht part of the game- Throughput the levels 
$ *id especially early on), there are numerous 
votech bubbles which, when hit, display a 

— es^iig-e detailing the unfolding plot or offer 
idwice on how to get past certain perils. Expe- 

- i p t e d gamers need not bother, but platform- 

ing babies will find their help invaluable 


After the brilliance of Aladdin and 
the sophistication of Kirff J it r Tumble, 
rt comes as quite a shock to find such 
a "traditional r platformer; one that 
could have been rolled out when the 
Government was harping on about 
going "Back to Basics' (er ff it still Js, 
mate — Andy). Everything about Mar- 
vin smacks of the Jate eighties. The 
graphics are compact and quite nicely 
animated, but the gameplay packs 
very few punches. The difficulty level 
is nicely judged, with most competent 
gamers able to progress as far as the 
first password with one go, and the 
ever- help ful text boxes explain clear- 
ly how to tackle each new hazard. 

Nothing moves too quickly, so with a 
bit of careful planning it's easy to get 
quite far without much hassle and the 
relatively small levels Help drive the 
action along. Of course, this is fine for 
those who prefer their platformers 
to be uncomplicated affairs, 
where most levels consist of 
nothing more demanding 
than journeying from left 
to right, with very few 
different routes along the 
way. Had Mai min been abso- 
lutely brilliantly designed then this would have 
been perfect, and certainly almost equalled the 
Marie games In terms of pure, unadulterated gam- 
ing fun. Although there are some nice touches here 
and there, for the most part Marvin merely sits In the 
Him 1 bracket and never reaches anything higher. Don't think 
for one minute that Marvin is a bad game — it r s not. But if 
you're aiming for a mark in the nineties with a game as basic 
as this, the level designs and hidden features need to be 
exceptional, not Just good. It ts very nicely-priced, though; 
so perhaps better suited to younger viewers, as it were. 


.in* two kind* at eifindm m th* jgaiutf 4 >«* tiro* Jfid i» use 
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There's not to be m Marvin on th# A5V600, young 
sir, but a CD 32 version wilf b# forthcoming 
soon. Also, you can plug i CDS 2 joy pad into an 
A1 100 to get better control Irl why net turn 
to the Updates for a full rapfilt of the CD12 iwwl 
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2019 NEO-TOKYO IS ABOUT TO 

E.X.P.L.O.D.E. 

3 a VEARS AFTER WORLD WAR 3. KVOKO A MUTANT CHILD TELLS C 

APPROACHING CATACLYSM. 

THE COLONEL STORED CAPSULE 7 WHICH CONTAINS MUTATION 23 - 
KNOWN AS AKIRA. DEEP BELOW THE OLYMPIC STADIUM AT ' 

TEMPERATURE CLOSE TO ABLOLUTE ZERO, 




* _ 


KENEDA IS THE LEADER OF THE 
CAPSULES. HIS BIKE IS THE ENVY OF ALL . 
KENEDA LEAOS THE CANO AGAINST THEIR 
RIVALS THE CLOWNS 
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KENEDA AND RESISTANCE MEMBER KEI, 
MAKE THEIR WAY THROUGH THE SEWERS 
WHEN THEY AHE ATTACKED BY THE 
MILITARY AND FLYING BIKES 


DURING A BATTLE BETWEEN THE 
GANGS TETSUO. KENEDAS 
CHILDHOOD 

FRIEND. LOSES CONTROL OF HIS 
BIKE AND JUST MISSES HITTING 
ONE OF THE ESCAPING 
MUTANT CHILDREN. 
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TETSUO ISIi 
AUTHORS 
EXPERlMEN FEZ 
TEAM THAT 
PROJECT. A MATO 
15 FOUND BET* 
AN D AKIRA * 
EXPERIMENT r 
TETSUO ML 
NOW OUT G* 
CQN^ 
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TETSUO ESCAPES FROM THE 
HOSPITALBLASTING 
EVERYTHING IN HIS PATH WITH 
PS IONIC ENERGY 

TETSUO THINKS HE CAN 
CONTROL HIS NEW POWERS 
BUT HE IS WRONG. 


KENEDA MANAGES TO GRAB A BIKE AND 
FLIES AWAY TAKING KEI ON THE BACK. 
THEY MAKE THEIR WAY THROUGH THE 
TUNNELS GUIDED BY KYOKO. WHO HAS 
POSSESED KEI, JN ORDER TO USE HER 
T O FIGHT AGAINST TETSUO, 
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TETSUO MUTATE 
HIDEOUS BLUBS- - 
TETSUO 1$ TOTAL. 
CONTROL. THE I. 
CHILDREN SEG-i- 
RETUfiN AND SAVE T- 
FROM WHAT T t " 
BECOME KENEL 
BATTLE TETSUO IN _ ■ 

CONFRONT,-, 
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on the 
Web keep 
pi \ who feat 

lh3R t tariff 

beloved spider *■ 

wrvin di eam-controHer 

is lallinq into th< Wrong 

nand^ Vour character, Ryan,% the 

isnO iha^e-n by them to kiM ths 1 itven 

new b?^f i I k^^pfri of the Web's nodes, 

and mj %.*ye the universe M 

omothing which we've been striv 
mg to do Since the Spare invader* 
i began. .. Urn, invading Wllf WP 
I ever tin it~* 


Empire leaves the military worlds of heavy machinery and 
light infantry {at last!), and enters the deranged mind of a 
would-be serial killer. Andy Nuttall, faced with Matt avid 
Harry, finds he has a lot in common with Ryan. 


r#amwe£i*s got one 
of those very fare 
things in computer 
games, a believable plot, 

I say that, not because 
it could really happen, 
but because the idea of 
a dreamweb can happily sit 
up there in your imagination 
a So ng s i de extra-terres t r ial s, 
shamans. vampires and 
poltergeists. A long and cine- 
matic opening sequence plays 
doom-laden music, like Ennio 
Morricone's score for The 
Thing, white a simply-animated, er, 
animation tells you the plot. 

There's this dream web, see, which 
exists somewhere in everybody's 
imagination. We all travel there, 
in our dreams, which are con- 
trolled by the "keepers of the 
d ream web’ P seven ordinary 
people who have each been 
assigned a single node of the 
web. Their own strengths and 
weaknesses affect the web, 
which ensures its equilibrium, 
or something- Well, most of 
it"* believable, anyway. 

Right, so these seven peo- 
ple are systematically 
bumped off by an evil force. 
Which replaces them with 
their own, ungodly sort. And 
you, as an ordinary Joe 
(called Ryan, 

though} are sum- 
moned by the 




The Drtramweb. apart from being the title ihi* game, obv, is the jsrea 
where people * dit-am* are controlled, Uy monks. Skip laugh 

ing it - * hi Story, okay? Iht 1 Web leu te each of the baddies you shoot 

leaves thf host body end reform here. *oid the monki 


the web„ to assassinate the seven new 
node-keepers who live on earth. They 
have prominent positions in society, 
of course — no self-respecting devil or 
similar anti-Christ is going to assign 
important tasks like keeping nodes to 
any bum they find on the street. No, 
there's a military General, the head of 
a corporation and a rock star, to name 
but three. So getting near them is dif- 
ficult, never mind shooting them too. 

We don J t normally mention game 
manuals in reviews, but one of 
Dream wed r s pair of pamphlets is 
somewhat,,- special. It's a natty little 
number called 'Diary of a (Mad?) 
Man 1 , the rogue question mark for 
added 'effect* immediately putting 
me on my guard. If J s meant to 
account for Ryan's actions up to and 
Including the game itself; but where 


pages of self-indulgent twaddle, 
reading more like the angst of an 
adolescent American, In amongst 
such bizarre entries as "The clock 
keeps going round, it won't tell me 
the time. Santa Claus gave a gun to 
me. Let loose the puppies of war. I 
died last night.' There are actually 
some dues about how to play the 
game; so sadly reading the damn 
thing is something of a necessity. 

Thankfully, the game is somewhat 
better. 


Below: And here 3 * one of your 
targets. In mid-a*«A*£knation. Killing 
General Stiffing involves finding * TV 
studio, shooting a guard, climbing i 
gantry, fixing a crane and dropping 
this packing crate on the big man i 
head. You don't g«t caught 
afterwards, because the monks spirit 
you away, back to the 

Dream web. Which 
doesn't half 
annoy the 
polka. 

Ha. 
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Lfttr Louis, \ our mate-, can be 
found in hn flat at alt time*. Either 
on tht* to i lei r or lit tiny Oh his armchair 
watching TV Thus rs a qre.it example of 
DreamweiU % ability to thro# m red herrings, 
In^npfiteri with ieal tlue* and useful 
otijertv Indeed, at lh? *tatt of the game in a 
tit of pick everything up in caw I might 
npwl it'.A managed lo amass mne mum 
Why? 1 tlon't know, I've wnly i l ^i lound the 
need to usf one 
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When the iMttedlytiny playing area Is packed with even tinier detail, 
ifs useful to switch on the Zoom mode- This gives you a little real-time 
magnified view In the bottom left, enabling you to not exactly see more, 
but at Jearf you don’t have to squint at the screen as much. Useful for the 
more, ah, intimate views. Your honour. 


You begin the adventure In 
your girlfriend’s flat. 
She's called Eden, and 
typically for this 
game, she's lying 
naked in beet. 
There’s also the 
add sex scene 
here and there, 
but don't be 
expecting 
much in the 
way qf fanciful 
ti filiation; this 
isn't pom — irs 
tea microscopic 
for that- But he 
careful if kids are 
playing, anyway- 



ftight: 

In addi- 
tion to 

bumping off the 
seven nasties in a similarly 
nasty manner, there are a 
few extra-curricular assassi- 
nations which need carry- 
ing out. This 519-year old 
security guard, for example, 
was trying to Stop you 
entering the TV studio and 
dropping a crate on General 
Stirling, Git. I found his age, 
incidentally, by reading the 
Newsnet broadcast on the 
terminal in my flat. As you 
murder ma*e people, the 
more sickened the virtual 
tabloids become. 
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Abii 1 A chance encounter with an Organiser on Eden'^ bf fc d reveals the 
whereabouts of her employers, wtaln Industries ft just happens that one 
of the evil nouveau Web-keepers is Mr Sartain himself — hut until! you find 
his address, you can't qo there. It's a bit like Plan !9 Front Outer Space; but 
far better, obviously. 


HE VERDICT 


First, a bombshell. The structure of 
Dreamweti is similar to Gremlin's 
Plan 3 Prom Outer Space. The com 
pari son is a little unfair, because 
Empire's game is much, much better 
— however, the idea that finding 
dues and solving puzzles not only 
opens up more of the adventure, but 
also adds to your Hist of 'visitable* 
locations is a strong part of the 
theme. Unlike Plan £Fs mysterious 
taxi driver, though, there's no travel- 
ling as such, simply a range of icons 
which you can scroll across, clicking 
on the place which takes your fancy. 

This is meant to take away any possi- 
ble tedium of walking to- and- fro, but 
personally I'd quite like a bit of 
exploring — especially the first time 
around. There are really very few bad 
points for us to chat about, though; 
the small playing area, and the fluc- 
tuation between blindingly obvious 
and almost Invisible clues pale into 
near-insignificance when the whole 
game Bs strung together. The film 
soundtrack-style music is mainly 
responsible for this. Sampled sound 
effects accompany doors opening and 
guns firing, and despite the limited interac- 
tion between Ryan and the other characters the atmosphere 
is extraordinarily cinematic. In all honesty, though, I exper- 
imented by turning the sound off for half^amhour or so, 
and my interest level In playing the game waned, Without 
the atmospherics there’s not enough depth of either game- 
play or characters in Dream web to hold your attention for 
long periods of time. So make sure you have the volume 
pumped up when you play. The red herring element is off- 
putting at first; the impulse to pick up items soon fills your 
meagre inventory with unnecessary tat — so it's important 
to discard what you don't need, Empire deserves to be 
given credit for moving away from the usual point and click 
adventures, because it has created a game which will not 
only appeal to adventure gamers,, but also to film buffs, 
longing for a real piece of 'interactive fiction'. 


A CD 12 'talkie' version of Dreaimvefe should 
appear soon, because the PC CD-ROM version h 
already out. The AS/BOG version wilJ be out by the 
time you read this, replete with, er, slightly fewer 
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| colours. 




















Ek-low: This, ii ju%t onp of the many 
sub games- Her& you have to boat 
your opponents Around tour bps ot a 
track, collecting your coloured tokens 
as you go. Good fun! 
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Matt Broughton once 
bungy jumped 200 
feet off a collapsed 
viaduct in Normandy. 

What an idiot. Still, at 
least it gives us a rea- 
son to chuck him Rasputin's latest. 

B ase Jumping is, apparently, obstacles. 

the latest craze. Too trouser- Standard platform fodder is all 
filiing to be endorsed by the around, with switches to be switched, 
Dangerous Sports Clubs Association, springs to be sprung, and magnets to 
but embraced by the East Beckinsdaie be, or... dragged along by. As you 
Pigeon Fanciers Association, Base jump on the heads of enemies or 
Jumping involves climbing up very explode bombs, single letters appear 
tall buildings, aerials, bridges, cliffs 
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etc. and then throwing ye 
self off. You 
then race your 
opponents to the 
ground, trying to knock 
them into obstructions, 
while being the test to puil 


and fall down 
the screen. Col- 
lect a letter and it 
appears in a box on 
your status panel, gradu- 
ally creating a three tetter 
word. Compose a word that 
makes some sense and you'll be 


his chute open (i.e. the first to land), rewarded with a points bonus or a 
As you might imagine, a spade is sub-game. These sub games can be 
standard equipment, anything from a four player break-out 

Base Jumpers the game is split style affair, to a game of pong, or 
into two main sections; the climb, even a silly shoot -'em -up. 
and the jump. As you climb the inside The single player game is moved 
of the building or tower you must along by an ever-rising screen, and 
get past a number of guards (which points or lives will be lost should it 
appear graphically relevant to tho catch up with you. In a two, three, or 
theme of that particular level) four player game, it's hr$t to 

and avoid the usual force ^ the top time, not to men 

fields, bombs, flying tion tim<? to QToWt 

arrows, and a whole jWMWpMMk round the keyboard 
host of other nasty tnetbinks! © 


l number of things to 
Jumpers on, but also a 
ndle of things to, er r not. Base 
is a typical Rasputin produc- 
that it’s packed with original- 
ity r but clouded by a fairly primitive 
(but still attractive) presentation. 

Obviously, being a Jetstrike fan, I 
listed them enough to devote a cou- 
ple of days to finding the hidden 
playability, but that's sort of where 
the game falls down. Though BJ is a 
quirky little game, it's also a bloody 
frustrating one, and to be really hon- 
est, I played it for art entire evening 
and still couldn’t get past the fifth 
level. Now I'm not exactly a poor 
games player, but there are often so 
many things being chucked at you, 
that you never get to enjioy the level 
designs because you're wetting your- 
rlf as the screen rises after you. The 
multi-player games only add to this 
problem, as you tend to be more 
iterested in beating your opponent 
than exploring or looking out for 
bonuses. The bonus letters idea is a 
very nice one, and reminds me of the 
spell mixing in Wiz *n' Liz, with a 
plethora of combinations to be found. The 
sub games are also an excellent addition, as are the actual 
jumping bits, and the graphic effects that accompany the 
letter bonuses (and don't think I didn't notice the "Drop the 
bomb, drop the bomb" reference!) My real worry is that no 
one will give BJ enough time to see all of the bits and bobs 
in there, and it's certainly one to play once you've got some 
cheat codes. With an infinite lives cheat, I managed to tom- 
the game in about half an hour, which is a bit worry- 
but considering the difficulty level, I can’t see anyone 
this legitimately for a long while. A quirky offer- 
quite hitting the mark. 

There are no plana for an ft12O0-ap€cifk version, 
but a CD33: ted is in production and will feature 
new tevtfep plus tons af graphical treats. Fingers 
crossed tor aortic §rf3t tuntf. ir C1imb thi stairs, 
climb the stairs — climb the stairs. perhaps? 
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Standard platform items ahoy! You've got your 
bonus *R r r your broken glass, ladders. deadly arrows, killer magnets, nnd P 
er„. that sort of thing. Every where 










Amiga Action - Accolade*. 

PtSY&hiHty 00-res from every pOr$ at the 
game. the others hart tetter watch out. 
there's a new kief oa the black \ rr Art 
excellent, excellent football game". 


“The best football action game ever"... "The 
mighty Semi is beaten at fast ... " The game 
realty excels m the graphics 
department "... ' Tremendously playable ”, 
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Slack Legend Software. 

fulling Mill Barn, Fulling Mill Lane, Welwyn 
Hertfordshire, JUS »MP, Tot: OW SM&3 
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W hen you get a run of 
games on the scale of Lem- 
mings* the announcement 
of the next in a long line comes as 
(ess of a surprise and more of an 
expectation for games reviewers. It's 
difficult to think of a game which has 
spawned so many sequels: after Lem- 
mings there came Christmas Lem- 
mings* Lemmings 2 , and the all -new 
Holiday Lemmings , With, ahem, all 32 
levels from last year's Christmas Lem- 
mings* plus another 32, just in case 
you bought the game last year. 

And people do buy them, too, A 
year ago (or so) ! remember hearing 
a report which suggested that 1 1 mil- 
lion people worldwide had a copy of 
iemmmgs, That's 1 million buyers, 
and 10 million pirates. The sequels 
have all been there or thereabouts, 
suggesting a possible contender for 
the biggest game in the world. But, 
until now, virtually all the games 
(with the exception of Lemmings 2) 
have been based around similar 
theni4ts^^igyia|^y^L|3hl£s^ and the 
familiar 'Lets go! ' sounaeftfects. 

For the third instalment, though, 
DMA and Psygnosis have gone for a 
slightly different approach The 


immediately noticeable thing is that 
the little Lems themselves are now 
slightly larger — or, as PsygnosU 
points out, they're actually slightly 
nearer to you than their Lems t and 2 
counterparts. This basically means 
that DMA has been able to add more 
detail into the once -tiny rodents, giv- 
ing them slightly more realistic cloth- 
ing as well as better r smoother ani- 
mation. So now It's easier to see why 
the Lemmings 3 monicker disap- 
peared pretty sharpish. 

Gut the major difference is in the 
range of tools and abilities you can 
give to the little ones. There are no 
longer a certain number Of jumpers, 
blockers and the others parading as 
icons at the bottom of the screen. 
Now there are just five commands- 
walk, block, jump, use and drop r The 
latter two apply to tools Which the 
Lemmings can pick up at strategic 
points on each level; tike spades, for 
digging tunnels; bombs, to blow 
holes in the landscape; or bridging 
blocks to build v.'^J Iwr 


The new r tlose-U]S J Lems (Psygnosis swears that they're no different, |U5l 
nearer the camera | are SO much better than the original. Pah! to those 
Who say that the cuteness is lost because of the higher detail — these 
lovies are really nicely animated, and are packed with cuteness, Just 
watch the way the Shadow Lems creep. Oh, KtTI sorry, you Can t, f J 


Out of all the new tools, the Sucker is far and away the best 
example of the excellent animations in ie-mm/ngs J, Click on the 
P sucker icon, and your little O Inkey will flung himself at the near- 
est wall or ceiling with qusto,. and begin pin wheeling his arms to 
climb or swing across obstacles. 


Many of the levels you'll CO me across contain 
one or mare trapped Lem, who S not part of your 
original band of 10- You can uso them like normal, 
and if you free one, he will happily join youf 
\ party. However on levels such as this one, the 
\ main band gets Stuck and you need to use the 
F ] ’apparently" trapped ones to help them. Ahhh. 
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1. WALK 

Turn* a Lem around, or makei a 
blocker walk again. 


2. BLOCK 

Changes a Lem into » Blacker, 
stopping other Lems from pass- 
ing, 


1, UMP 

Makes a Lemming jump over an 
obstacle. 


4 r USE 

The main option. Any tool a Lem 
picks up will he displayed here. 
Cycle through the tools with the 
right button, and click on the 
required one to highlight the 
Lemming in possession, who then 
turns red. 


5. DROP 

Drops the current tools, leaving 
the Lem free to pick up other 
things. 


LEMMING 

PAINTBOX 

The main difference between tbit 
lemmings and the previous incarna- 
tions la In how the Lems use their 
tools. This meant that the designer* 
have been able to simplify the con- 
trols so much that even a lemmings 
dim-wit like me can use them. 

Well... almost. This is a typical 
example of a new screen looks 
like a kiddies paint box program, 
doesn't rt? 
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7, ZING 

fast forward, making tedious, 
menial walking a Benny Hill-style 
romp. 


ft. PAWS 

Stops the action for a moment, 
allowing you to stroll around the 
level to look for inspiration. And, 
of course. it J s called 'Paws' 
instead of "Pause", amusingly. 


6. CLOCK 

iime remaining. Big hand 

i. little hand — m. 
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Blow 'mi aB up! Frustration 
becomes... no 
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The Map screen gives access to all three inlands, one of which is Shadow 
Island. As you complete eachonnt 30 levels on each island, a little join the 
dots fine appears to take you to the next. This way you can skip hack to any 
level which you didn't do so well at. 








Someth mg which blights lemmings 3 is that some 
of the levels are just too difficult. At least, for me 
they are -- but rm man enough to realise that 
there are some lemmings -mad people out there 
who could complete this without batting an eye- 
lid. They just fall straight down a hole! How do 
you stop them? I don’t knowf Help! 


The new -look pick-up tools might seem a little fid- 
dly to lemmings vets (that's veterans, of course,, 
not.,,) but once you get used to them they’re actu- 
ally ready nice to use. AlsOj they can provide loti 
of clues to the solution of the level because you 
Can follow their trait and find exactly where they 
can be used. 


Like the original two lemmings games, it's guile 
important to hit pause and take a good look at 
each screen before you play it. Here, one of the lit 
fie Shadow Lems is swimming across the water 
to see what tools he can find on the other side. / 
Or would it have been better to build ^ bridge / 
down and under the big obstacle? Hmmm. 
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Even though, strictly speaking, each Lemming 
can makes ule ot any of the tools, they ran 
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only carry one type of tool at a time, jj 
hole's a quick brain-teasers if a Lem IS car- 
rying ten spader and he finds five hand 
grenades, Hguw many can he pick up? the 
answer — none, unless he drops the J 

spades first. J 
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the sighting of the first three Lemmings tribes, aboard the ship which takes 
them to their respective islands. The Shadow Lem reclines on the side, ready 
to fall out at a momenta notice, the Oassk sits and keeps a watch out for 
et, islands, while the Egyptian... well, I'm not too sure what he's doing, but 
I'm sure it J * something pretty smashing. 




Personally, i reckon that the new 
close- up Lems are far higher up on 
the cute- ometer than the old-style 
ones r but that is only me — r r m sure 
thousands of you will be upset that 
the tiny green-haired 4-colour bunch 
of pixels have “grown up’ at last. 5ure r 
there's a Jot to be said for simplicity a 
but these chaps are bigger, they wear 

a 

better clothes, and they're more nice- jg 
|y animated. I admit that I find some 
of the levels ludicrously hard, requir- 
ing a quick ‘plate-balancing’ act to 
keep tots of the Lemmings both alive 
and doing something at the same 
time- The actual structure of the 
game is much the same as 
before; so you can hit pause 
and scroll around the larger 
levels to have a look what's 
going on. To be honest, though, 

I never found lemmings 1 or 2 
particularly easy or comfortable to 
control; so this all-new control system 
with a small number of huge icons 
that are easy to hit with the mouse 
are right up my fenetre, as Matt 
would say- But there is one thing that 
really bugs me. and this is pretty serious 
For a reason known only to Psy gnosis (called 
Ka-shin, though, i believe), there are now only three Lem- 
mings tribes instead of 12, Actually, that's not quite true; 
there are 12 tribes, but only three show up in this game. You 
see, Psygnosts is intending to bring out another three 
updates to this game, starring the Highland, the Future and 
the Sports tribes we know and love. To me this seems like a 
bit of a con, but to counter it there are 10 levels in each 
tribe. So, It depends on how much you love the variety of 12 
different tribes — I rather liked it, and so I find the three 
here a bit limiting. But the music's jolly, the graphics are 
colourful, the majority of the levels are well-designed, and 
the whole caboodle's a joy to play. I don't know how much 
Psy gnosis is planning to charge for the next three Lemmings 
outings, though, because if they’re all going to be at fufl- 
price I can't see me being this enthusiastic next time around. 




Hang On... What'S this? Just as you hit fMuse at the beginning, dn<i tftk* a 
— quick butcher’s around the level, the first old curiosity t* h to get 

through the huge wooden pjdnk tlvati balanced across the ravine. But 
\ wait, because U the litthf h lighters walk it, it disappears! Ah, but 

56 j then there's the huge wall to g*t through,., with no spades, Doh! 


CDS 2 

At the time o# writing, the decision about specit- 
k AB/GOQ and CD12 versions of ipmmings J 
hasn't been made, Htow#vir P a CP32 version is 

AS/600 ; 

pretty likely, apparently, 








PUTEft GAME REVIEW 


1999* You are in control of XCom; ch; 
the world's leaders to stri ke at the alien 
that's terrorising the Earth, 


At first, you'll s can, track and shoot 
down the slower UFOs, but that will just be the 
beginning, Whenever a UFO crashes* or lands, 
you must be there; leading a squad of armed 
soldiers from building to building, from street to 
street, using all your tactical skills to 
capture or destroy the aliens. 


If you succeed in your first missions* your 
scientists and engineers will copy the 
alien 


technology to create more 

F powerful weapons and craft for your 
forces to use* Gradually, you*ll build up a 
errifying picture of this Unknown Enemy, 
and their real aims and desires, then you'll 
have to work out a strategy to stop them. 


IBM PC screenshots shown. Actual screens 
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When MicroPros© announced it had a game with 
whales In it, Andy Nuttall jumped at the chance to 
return to the land of his fathers. Sadly, all he got was 

a bit wet. Ter. 


here's a story by Isaac Asimov 
about these people who live 
underground. Mot because 
they want to, but because they don't 
know any different. The surface of 
the Earth had been ravaged by holo- 
caust, you see, and genera- 
tions before the ancestors of 
the race had made their way 
down below. 

Then some of their descendants, 
curious explorer-types, found a dis- 
used lift shaft. After decades under- 
ground, the race finally made it to 
the surface, and found a new and 
prospering planet which had healed 
its wounds. And, um r that r s where 
my memory fails me, because I can't 
remember what happens after that. 
But you get the gist. 

My point is, Sub war follows a sim- 
ilar story. The Earth's surface has 
been ravaged by holocaust, etc, 
but instead of going 
underground, the 
world's giant cor- ^ 
portions and 
business syndi- 
cates built huge 
underwater bases in 
which to survive. Of course, 
the more corrupt among them 
became the most powerful, and 
because by its nature the ocean hides 
yer naughty underwater activities, 
they found it easy to traffic contra- 
band and move in mysterious ways 
without any fear of the taw. 

But of course, the taw's still there. 
And white it's difficult to police the 
underwater channels, because you 
can't see further than a few feet in 
front of your face, there's an easy 



€r. Mayday! This is a 
training mission* believe 
it or not, which is sim- 
ply to kill off a bunch of 
robot drones floating 
around my base station. 
But even this supposed- 
ly simple task is littered 
with difficul- 
ties, Mainly, 
ah, driving 
your subma- 
rine for long 
periods on accelerated 
time, without looking 
where you're gomg- 

you to do it- Piloting one 
of several submarines, 
each with different bat- 
ding, spying and cargo- 
carrying capabilities, 12 
goody-goody missions 
must be completed in 
succession. They cover a 






a in t a in 



i 


V 


IH 0 n 

mi*? J; 


Lv* 


m CONTACT t OF 3 

Ttfl HSDt Dfo 
fin UK iu friv 

f kftiHx ■ *n 

FUNCTIttt mns. 


* 


ras£IUE 


4 1' 



ttth 

M 

REHPY 


CLf.KC 

TID 

Tlhi 

€ .SG 



» » * * 


i. fc— 



variety of baddy smash- 
ing adventures, but 
each features an over- 
riding conservation 
issue; for instance, 
there's one where you 
have to free a school of 
whales trapped in a 
mint’ infested farm. 
Er, right on. 

Although on (or should 
that be under?) the face of it. Sub war 
is another flight- sim, MicroPros* has 
explored the sub-aqua idea and come 
up with mission* which are believ- 
able, and which, rather trendily, make 
you feel good about yourself. Man, 
Personally I found it more engrossing 
than most flight-si ms, because at last 
there's some alternative to the us ver- 
sus Jerry dog- fight scenario. 0. 








The Mission Control screen gives you access to all the menus at the start of 
each mission. The little guys operate their respective consoles (apparently), 
bringing Up screens offering you different subs, weapons and, er, all that. 
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Thi^e 'bio '-type thinqies are actually sperm whales, but the HUD computer 
■only recognises thr-m as living life forms * — hence the 'bio r inn nicker, Oh, 
qo-d, I'm going to have to make some soft of Welsh joke before Harry gets 
one in r ,- Erm, Whales forever? >’ I 
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In the seas just off Japan (1 think), a 
small group of whales sits between 
a bunch of mine* in a ifrulled 
while farm. And these floating gits 
guard it. Thing is, I'm supposed to 
he covert here, but perhaps my 
sloshing about trying to find the 
next waypoint might have alerted 
their radar; Bye bye, whales. 
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Aha, Death rears its ugly head 'm 
one of many ways' if -you're blown 
up by an enemy sub or a nyin^, you 
come MlA. If you should, however, 
be cunning enough to hit the eject but 
toin, you'll be shot out of a small tube 
into the waiting arms of the Mun> And 
anyway that looks nothing Hike me. 


This yellow criss-crossed thing is the 
thermal layer; the area where the sun- 
warmed water meets the cold of the 
«aan bed. If you go below it, sonar detec- 
tors which are positioned above the layer 
won't "see r you ~ so suddenly diving after 
detection will hide you from the marauding 
enemy. With a bit of luck, and «t following, urn, 
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AtrAiirter; MicroPros 

Qvuehypt'r: 

Imho use 
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k h^e received ncRs that Andy 
has been captured by th>? enemy 


To put it simply, Subwar is a flight* 
sim underwater; or a 'sink-sim', if you 
like. That means It gets around the 
usual flight-sim quirks of slow frame 
rates and such-like simply because the 
sub moves incredibly slowly. As sub- 
marines do, of course. So anyway, 
because people are expecting a slow 
game, MicroProse has gone to town 
with the graphics, including Gouraud 
shading on the sea-bed and the ther- 
mal layers, making quite an effective 
change to the usual flight-sim polygon 
graphics we've come to know and, 
well, hate. The missions are dear and 
believable, and the added Green - 
peace-style ‘save the environment 1 
messages give it an edge — because 
even though you're not actually sav- 
ing the little whales, the atmosphere 
in the game makes you believe that 
you are. Sub war isn’t far from being 
a classic; but there are certain prob- 
lems which mar the gameplay enough 
to knock it down a peg or two. if any- 
thing, It’s a bit too slow; despite the 
accelerated time feature, piloting the 
submarine can become tedious, espe- 
cially on longer missions. But the most 
obvious limitation is the sound; stirring in- 
game music and a low whooshing as you steer the sub 
around are just not enough. No, we want a sonar 'blips’ 
noise, like out of Voyage to Hie Bottom of The Sea. 
On the plus side. Subwar is the first 3D simulation I've 
actually preferred to play with a joystick, In fact, the 
controls as a whole are well-designed; lots of keys for dif- 
ferent viewing angles and all that, while the joystick 
mops up the majority of the work. Incidentally, I wonder 
what happened to those nice keyboard overlays you used 
to get with MicroProse games, like P-19, because they were 
great. Crikey. Quite frankly. I’m having trouble finding things 
to write about Subwar, because it's... well, boring, really. 
No that’s not fair; more, relaxing, like a long, hot soak In 
Radox, but without the added attraction of a rub-down with 
a warm loofah. Mmmm. 


MicroPros* is shunning the A5/600 with Subway 

because the graphics Arm too complicated, appar- 
ently, However, expect a CD 32 version sopn 
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I know we don't normally start 
voicing opinions during our intro 
text, but considering how rela- 
tively underwhelming fokvtfdnV® is, 

I just had to let you in on some of the 
'slightly exaggerative' press release 
material that accompanied the game. 

When you accept that most 
player/reviewers instantly know when 
they're about to unwrap an average 
game, you have to admire US Gold 
for its sheer audacity, sending out 
such fat slabs of prose littered with 

tosh and hog wash. 

After a couple of paragraphs of 
normal blurb, the press release 
quotes Powerdrive's producer, Stuart 
Hibbard, as saying ‘Our brief was to 
develop a game that is, above all, 
great fun to play — and that's what 
we've done!" Er... no you didn’t It's 
not "great fun". You're lying. 

Next... ' We particularly wanted to 
ensure that the cars handle realisti- 
cally so we took the programmers to 
a rally school for a day to allow them 
to experience the real thing — and 
it's certainly paid off," Er... M it 
hasn't. They probably bad a really 
good time spending the company's 
money, but accuracy and realism do 
^ not always make a stunning 
^ game. As in this case, I'm sure. 

The rest of the information 


given, though, is correct; you do 
get to play over 50 different cours- 
es across eight locations throughout 
the world, each with their own con- 
ditions, characteristics, weather, and 
specific vehicles. Both night and day 
driving does takes place, covering 
such road conditions as forest, 
desert, sand, ice, gravel and tarmac. 
Oh yes, and the wheels do turn on 
the car in a most impressive way. 

Other than that, there are bonus- 
es to collect, nasty roads to be nego- 
tiated, and the odd skill level to be 
three-point-turned around in. Apart 
from the ahove, plus some very nice 
snowflakes (my favourites, actually 
— Harry) Powerdrive is a bit bard to 
judge Come, together 
we shall try.., 
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Every now and then you represented with a skills test, In 
these, you have a set amount of time m which to 

complete specific tasks, 1t^, can I be reversed y 
line' «*W«. ®rm° r e ■WQ'vm., nW“™«£j ywtbtt about this is the little 

you've completed each are- 
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In a father amusing 
anecdotal way, 1 very 
nearly gave this 
game 40 percent 
because of the 
night trials. 

As far as 1 
could tell r 
the screen 
was entirely 
black r with just 

your two headlight pools. This led 

r 


to some dreadful g a m r.-p lay , and in 
tact at one point while Andy was 
having a go J his lights went out 



altogether, and he just sat there like 


a nob, banging his car against an 
invisible wall until hrs time ran out, f later 
found out that 1 simply had my monitor's 
contrast too low, and it was actually guile 



a nice graphical effect — Doh! I'm a Span- 


'^W 

ner r I'm a spanner, J F m a spanner... 








ft 



(Circle): As yow trundle around the many end verted 
tracks within the game, an arrow appears before 
every bend. At night, without these guides on r you'll 
be lucky to get round the first tap intact, let alone 
the whole race. Unless you're psychic, that is. 


VEHICLE COMPONENT 

CHECK 

FUNDS 

*3000 

COST 

*72 

ENGINE DAMAGE 

14* 


TYRE DAMAGE 

®L* 

REPAIR 

SHOCK DAMAGE 



GEAR TRAIN DAMAGE 

•V* 


SPOTLIGHT DAMAGE 

14* 



Ycm're fairly unlikely to make it round an entire lap without having 
some sort of collision, and though humping into the odd traffic cone 
won't cause as much damage as driving bead first into a wall will, any 
damage needs to be reviewed before you move on to the next course. 
Funds collected can be put towards making repairs, often calling for a 
tail of strategic planning li,e. if you know you're about to enter a night 
race, the spotlights must take precedence). 
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PowerdrMe Is a strange game. To 
start with I really hated it, then I 
started to warm to It, and though I 
Still can’t go crazy-bonkers about It, 
there’s no real reason o murder it 
(Nice use o# the word it’, mate - 
Andy.). As I mentioned earlier, It's a 

I 

bit at an underachiever m some 
afMftr with the music belonging to a 
tong-forgotten era* when program- 
mers had to employ weird techniques 
because they lacked the technology. 

The end result is something fairly 
unattractive, that sounds like... well, 
poo realty. There are some very nice 
graphic effects such as the way in 
which the highlights move across 
your bonnet as you turn, as well as 
the skidmarks and weather effects 
(although the lightning would have 
been nicer had ft been accompanied 
by a decent thunder clap) hut other- 
wise, Powerd rive often looks a bit 
crude and dated. The game's main 
drain is its lack of competition, with 
the single computer opponent just 
whizzing off at the start of each 
race, never to be seen again. Per 
haps if the programmers had spent 
a bit more time on the artificial intelli- 
gence rather than J how real the wheels look 11 they would 
have made things a bit more fun. There's also a severe 
lack of speed, and apart from the brief nitro-boost, the only 
chances to get really moving are when qualifying (Le. with 
no CPU car). Even on the A120G, things are often a bit 
snailsome (but that could be because I'm still playing ftoad- 
kiJI!}. The night races very nearly killed this game for me, 
but once I'd chucked the contrast and brightness right up 
on my monitor, it got to the point where I could get round 
even if my lights were completely buggered, albeit very 
slowly (and with the guide arrows very firmly ON!). Pow- 
erdrive is ultimately an okayish game, but with no real sub- 
stance or challenge other than keeping on the road and 
having enough money to repair your car. Sort of good, yet 
nothin gy. Try to have a go before you buy it* eh? 



A1200 


There are plans to release a CPJZ-enhanced ver- 
sion in the nwr future (find let us pray to Allah 

that they hung m some decent music), other 
than that, A 1200 owners will simply enjoy a tail 
of a faster turnover. 
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j| Matt Broughton came to work on The 

One, he'd never even played Sensible Soccer. 
Over the past few years, however, he has 
become one of the single most annoying 
opponents ever. Okay, let's see how he does 
up against the sequel to the most popular 
’ game ever. Gift * ^ 


W hat is there to tell you with all the general parameters that 
about the Sensible World affect the tournaments, are still avail- 
Of Soccer that you don't abl#. Gulp, 
already know? Apart from frontier. You can choose to participate in 
SIVOS has to be one of the most any legitimate competitions, from the 
hyped-up, long-awaited, enquiry- European Championships to the 
taken, drool-inducing, Record Break- Japanese Emperor's Cup tournament, 
er (twit boirtgl) of the Amiga's hlsto- as well as pick any team and play an 
To say that the original entire season with them. Then, 

there's the 




ry 

Sensible Soccer was, and 
still is, something of a 
legend, is to say the 
least. If we were to list 
the number of games 
that we still play at 
least once a day, even 
two years on from their 
original release, they' 
just be the ore fella — Sens!. 

God bless r im. 

So, I hear you sing, what's new great things tooty managers have to 
pussycat, whoa a whoa a whoa a? deal with. 

Well if you're the sort of person that Along the way you'll need to 
plays friendlies and makes your own change tactics to suit your team, as 
leaguewcups — not a lot. You can stiH weW as keep an «ye on foreign talent, 
create you own tournaments, but of not to mention other club offers. And, 
course now you've got access to in a very small nutshell, that s it 
about a trillion different teams and There are tons of new features, things 
countries. Yes, in their quest for per- to do, and about the biggest footy 
feet km. Sens! has got just about every database you're ever likely to see. But 
team ever in the game, while the does it do anything lor the proven 


of course, 

Cci roers , ■ ■ 

This is the maim sell- 
ing point of SWOS, 
where the humble 
player can choose to 
act as a manager or 
yer manager of any 
am they fancy, dealing 
with transfers, injuries # gate 
receipU, booings. and r ef * all the 


of play^ along formula 


this who 


i_r _i 


flight: As in the 
Intemstl&nml 
Edition the ref- 
eree is alive and 
kicking,, and 
though not run- 
ning about dur- 
ing the gam#. 

Will instantly 
appear should 
any nasty busi- 
ness take place. 
A new animation 
has bean includ- 
tfj r which basi- 
cally shows any 
badly -injured 
player* writhing 
about on the 
ground in til# 






i t 




hope of attracting a free kick- The ref is also of the J ntw improved 1 Euro- 
pean style, and will gladly chuck a red card *t you wherever you mmy be. 
(Damn* There goes my tackling on the centre spot!) 


* V Jrd 
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Having so much information rolling around, Sc-nsl has included the Option to 
look at just about anything you cquJd fancy, no matter whereabouts In the 
worl d It may be. Here, in the Colombian Premier Plviston,. Armando Osma of 
Oe ported Toliftia is currently top scow. This may seam a hit irrelevant,, but if 
you J re watch! n.g things doiaiy, you might -spot soma future talent. 
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You might be wondering whirs so special about this shot, but AHA1, 
that's not me heading the h THAT'S THE COMPUTER! Yes, sturming eh? 
To be honest, this adds a wh 
ty of some of the CPU attack 
quite remarkable, All of this 
possibly won't have heard at 
pages my arsef 


Ale new element to Ihe game, and the feroci 
ii, not to mention defending headers, are 
wit hr new sound' TFlfC CtS tOO. Which yoTErquItl 
a out in a certain Amiga (.chortle) .. Five 


b 1 




Relow: When it comes to transfers, 
you have millions of options. You can 
check tin domestic and foreign mar- 
kets sis well at tty to poach players 
that aren't even for sale (if youve got 
the wad to back it up, of course-)-. YOU 
can go even further by specifying 
which position you*re looking for, at 
well at any particular skills you r d like. 
The computer will them sift through 
the database and present you with 
your options, Gosh, it's so easy I 


As w^li as the various 
formations from Sensr. you now have 
access to a load more, including 5-2-3 
and tw r iip*r variations. Of course, 
should you want to tweak your play 
to a more personal preference, you 
can make use of the editor which 
allows you to set player's position* 
exactly, depending upon where the 
ball I*. You cm then save these tac- 
tics to dfiic, or pull them up during 
the game for those emergency situa- 
tion*. CaOOtf Stllfh 


a bo v if: rt you leave the gam* for a 
u*w se* urnis after each game for 


indeed at half time), a screen full of 


statistics Will appear* giving such 
information as possession percent 
ag*i, ihoti *t goaJ, accuracy etc, 
N*:*»dless to tay; this is nothing 
more than a saddo please r, but is 
jolly useful for show mg Harry just 
how poor he was an the fast game. 
Silly old sod. 


As far as the matches themselves go, there are a few subtle changes, 
but changes any seasoned Sertsf player will Instantly notice. Apart 
from the colourful crowds and a couple of new pitch types, it all looks 
much the same, hut once you start playing you'll notice the CPU pliy* 
er* clearing the ball much harder, heading like demon*, shimmying all 
over the piece, and generally being a bit too clever for their own 
good. The passes also feel different now, with some enormous cross- 
pitch passes zipping aroundl. Another major changa in play Is the for- 
mation layout For someone with an imprinted 4-4-2 formation In their 
brain (like myself) you suddenly find everyone** out of position. This, 
of course, is just a new version of 4-4-2, but thanks to the tactics edi- 
tor, things should be back to normal fairly quickly! Why Semi didn't 
leave things at they were, ...er, dunnol 
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i,r*ft ; Money money money, always 
funny, in a rich man's world. Super. 


Right: Hello! You 
may not hive 
seen this m some 
□ t fhe earlier 
reviews (| wonder 
why, snigger. J 
but at an added 
presentation ll 
treats you get a 
quick line-up of 
the team before 
i-ach mate -t. It 
serves no impor- 
tant function, but 
look, there's my 
mate Hatty, 
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ASOO/GOO 


Long gone ire those happy-go-lucky days of playing match after match with- 
out a cor* in the world, now you've got to worry about your foams' health, 
fitness, and behaviour. At well as carrying any yellow or red cards against 
them, you i players can ako become injured, and when you come to select 
your squad, you'll find someone with a red bandana over them? You'll some- 
times be given a specific number of weeks that they'll be out of action, but 
often you just have to substitute them and hope for the best. 
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Sensible Softwrart 
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Graphically, there’s nothing really to 
lath about with SWG5 compared to 
S tit si The menu presentation Is nice, 
while the match graphics are much 
the same as before, with just the odd 
tweak here and there. The new title 
tune and in-game ditty are welcome 
additions and the new sound effects 
are fine — again r not really making 
any difference to the game, but nice 
to have. The real shouting point of 
SUV OS is management, with its 
added problems of injuries, bookings 
and money — and you really couldn't 
ask for a more worthy challenge. The 
manager-only option isn't one that I 
would spend a lot of time on, and 
even if you try and get really 
involved in tactics and transfers, 
you're never really called upon to do 
much more than press the fire button 
every now and then, Other main 
game bummers are few and far 
between, and the only one E r m really 
compelled to groan about is the 
tremendous amount of time it takes 
after each season to show you every 
result and league table from through- 
out the world (perhaps a 'Crap Qff r 
option would've been nice). Mind you, if 
swot is anything, it's certainly one of the most accessible 
and comprehensive football databases ever, with just about 
every global player and team statistic you could ever want, 
if you're looking for a manager- only game, look elsewhere, 
but if you love Sens!, and wouldn't mind more of the same 
with tons of information and the ability to build up your 
own team of George Bests, step this way — this could be 
what you’ve been watting for. I’d hoped to give SWOS a 
higher mark, but would by lying if 1 said I'd been totally 
blown away by it. Still, don't get me wrong, 5WOS is abso- 
lutely fab; just don't be surprised if it's not quite as stun- 
ning as you’d hoped. I can't help but get the feeling it could 
have been so much more, but maybe that's because I knew 
what was originally planned to go into It, Even as it is, 
though, it's groovy stuff. 

The game automatically recognises the presence 
of an A1^D f and you'll get extra touche* such as 
flapping flag* and the spinning - S r in the comer. 
Other thin that, it's all much the same. There's 
ftc CD 3 2 version, simply because you can't save 
enough information. Apparently. 
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I 'Fast', 'prompt' and 'lively' are words which have never been used 
to describe Andy Nuttall. 'Slow', 'late' and J oh r hurry up for god's 
sake* are, however; but Flair might have just the thing: a quick 




k surprises in the run-up to metrrc-3LJ game interests . (J 
Christmas, First Malt (eventu- me, mainly because it's L ... . m . 
ally) shaved his beard off, causing all years since I've played one. I was ini- 
of us who hadn't known him other- Ha fly put off by the packaging Hurb: 
wise to scream and point linger s; and "Whizz is a truly superb. 30 style' 
then some weeks later he scared us platform game which will form the 
once more by growing it hack again, standard by which others are 
Harry, always the subject of ridicule judged/ Well, I wouldn't go that far, 
for his complete inability to play but it certainly seems like a nice 
games, shocked everybody by beating game. Let's take a closer look, 
me at Sens/; and Jo-jo, shortly after 

joining the mag... er, wore a pair of Kindly the masters in Whizz * world 

. . , , , , . . _ , are colour-coded depend png on their 

silver 'space shoes'. You had to be hardneiS , f it . s r{ T d Md £ hite it s 

there... invincibfe and will charge towards you 

Whizz is yet another surprise. Just post-haste; rf it's not, then it can he 

as we were reeling from the shock of destroyed. When they die, they give 

„ . Up a mushroom, which is either red 

Mortal Kombat II, Roabk lf and p (collect for aUded energy) or 

Shadow Fighter , and the fact^, - black-and-white (collect and 

that SWOS has finally made r ^ ioSe energy}. 5 & you can't 

it in for review, a package ^ ■ . . , ' f* race *™«ndr you 

arrived from Flair contain- , v . - yoU r ^ < 

ing this little numher. Never . ■ u ,. . ^ •% , 

been mentioned before; not * r, \ ^ • wjj 

for news, previews or, * ; , * JjL 

indeed 1 , how-do-you-dos; * * j. „■ v‘ • 1 ^ - 

and yet Whizz , on first look, • r 

is rather good. ' fU> f. * ‘ • 

Starring Whizz, a 'furry * . ^ 

magician s apprentice", by 
all accounts, the game's 

made up from ten large .^3? i 

isometric levels, in four \ - * ^ " ■ ►/ *. 

graphic styles. The aim is >> % 

to find the end of each ^ 

If vci. and the items you col- . - ^ V 


Whizz bears more than a passing resemblance, structure-wise, to the ancient 
Specty game Head Over Heels, The floating platforms give it away — but 
compared to now, the basis for this romp is on speed as well as puzzle-sal y- 
ing. So it ends up as more of an arcade game than a puzzler. 
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This stretch of shark -Infest- 
ed w*iter is an example of 
the fun gimmicks to he dis- 
covered in each of the 
worlds. Whiii sinks down 
to his hat newer drowning, 
but if he swims towards 
the shark which. Hike all the 
other enemies, fallows a 
set path, then he'll lose 
some energy. The rocket r 
incidentally, is one of four 
on each level which you can 
launch for ail sorts of 
bonuses, including extra 
Whizzes. 
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Citimesvalle isn't, as it might tint appear, just for kids. Bouncy Ca&tJes are ail 
very well and good, hut there’s a distinctly dark streak running through this 
level, sparked off with the fruit machines that churn out bridges formed 
from coins as you pull the arm. And this great little puzzle, a hit like Brucie's 
Play Your Cards Right, throw* a coin onto each stack if you win a higher or 
lower feet, and takes one off if you lpse= Get the balance right, and you can 
reach the toys on the ledge above. 



Matt and 1 have pooled our old and 
wise gaming nuts together, as it 
were, and despite the souped-up 
graphics and faster gameplay, there 
are two major games to which Whizz 
can be compared. The first, and per- 
haps most well-known, is Head Over 

■ 

Heels on the Spectrum; a 
ptizzJe/adventure with a similar per- 
spective. Secondly, there was an old 
coin-op called Crystal Castles, in 
which you used a track-ball to move 
a bear around a labyrinth of paths, 
collecting crystals. There have been 
plenty of games like HOH on the 
Amiga, including HOH itself, I might 
add. but to my knowledge there 
hasn’t been a conversion of Crystal 
Castles — and all the more applause 
to Flak for approaching it after all 
these years, whizz, though, is faster 
than the first, and prettier than the 
second — ■ and despite being a stan- 
dard platformer at heart, the isomet- 
ric perspective tricks your mind into 
thinking it's playing something revo- 
lutionary. I certainly wouldn't calf it a 
puzzle game, though; the so-called 
'puzzles' aren't rea% in the true sense 
of the word; it r s more "brick door + brick 
coloured key = solution", and you know the two will be 
hanging around together somewhere. The only real worry 
I havey and it p s a reasonably-sized worry -ette, is that once 
you've seen the toys, enemies and features on the first cou- 
ple of levels, you've seen virtually all of them. Later on* 
when the graphics change, the actual structure of the game 
remains pretty much the same; although the objects and 
characters are disguised to fit in with the change of scenery. 
In some senses that's typical of recent Flair games such as 
Oscar, but i/Vhizx deserves more credit simply because it 
tries to be different. Vm not into awarding brownie points 
for copying games styles, but I'm concerned at the lack of 
3D isometric games in the same vein as Head Over Heels 
and Knight Lore; and Whizz is set to keep me amused for 
some time yet. 


Ye*, there will be an AllGChspetifk Whizz. Yes, 
reIi?!r^ also, there will be a LDil version. Both 
will fee out by the time you read this, and yet 
we know not whflt the impravm«nh will hp 
Better graph ies and sound, at a guess. 
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If you're fed up (redtinyi here's an in -built disaster 
You'd think the little people would flee from this 
beast ie, hut a glance at the road shows the si ms 
Still driving to work. Some people, eh? 


As you can see. signposts are another new feature 
of Sim City 2000, You can name streets and even 
buildings after your family and friends. Alterna- 
tively, you could just type in lots of rude words. 


Here we've had an outbreak of fire. Several, in fact 
It’s a shame you can't see it animated, because it 
flickers very nicely. The emergency icon sends the 
police or fire brigade directly to the problem spot. 


A nyone who hasn't heard of When it comes to tan, it's best not to 

Sim City must have just your littfc Jolk dry or you'M end 

up with a not on your hands. Just 
returned from an extended look at these angry mobs, holding up 

visit to Mars, It's a true classic, and placards and wrecking vast areas of 
I'm sure loads of you have been wait- your city, cits. 

In 9 for Sim Gty 2000 with baited start of the game you're offered 
breath- Well, if you "re still alive, the three difficulty levels and four time 
wait's over but only if you own an zones, all adding to the games lasta- 
A1 200 or an MOOD with a hard drive bility if you can keep your eyes open 
and at least 4Mb RAM. And let me during the appalling response times, 
tell you, with that kind of system Another irritation h the time spent 
specification i was expecting to get gaiang at large black areas on the 
my pants blown off- screen. These black-outs occur when 

For the six lucky sods with the req- windows are dosed and is a symp- 
uisite hardware I should explain that tom of the slothful screen update. 
5/m Gty 2000 comes on three disks One of the new features on offer 
with a glossy, weil presented users gives you the chance to enter the ter- 
manual and an Amiga Addendum, rain editor and customise your start- 
The manual is clear with simple tuto- mg position. Personally, I wouldn’t 
rials and plenty of diagrams to help bother. The terrain editor is so Ian- 
you understand the games mechan- guorous and idiosyncratic as to be 
ics. Which is fine. Moving on to the almost unusable- Another trumpeted 
game itself somehow makes you feel feature Is the zoning system, a 
that something weird has happened, quick(er) way to lay down your plots 
and time has slipped into reverse. The of land, roads and electric pylons, 
screen update speed and belated You simply click at the starting posi- 
response rate to your frantic mouse tlon, hold the button down, move to 
clicking is like listening to Duane your finishing point and [after slowly 
Eddy fumble through the widdly-wid- counting to five) release. The com™ 
dliest Joe Satriani solo. (Eh? — Andy), puter will tot up the total cost and 
I even tried it on an A4O0Q, and it lay the lot down in one go. Don't get 
still crawled along like a loathsome me wrong here, this is actually a 
sbmy thing. The graphics are very super game. I just want you to realise 
lush, but... well, call me Mr Picky, but that 5pm Gty 2000 is more sluggish 
want to play the game, not gog- Jh* 9 # than a posse of 

giant kilter slugs 
attempting to pull Cana- 
up a big hill, before you 
with your hard-earned 


The budget window isn't the only way to save or spend your money. Adi the 
options here have a bearing gn the health or wealth of your little folk. Behind 
the window, you may notice that the buildings are missing. This is a handy 
option that allows for easier placement Of mads and the like. 
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This game was written for the PC, 
and ported across in its entirety. 

Reducing the screen colours to €4 
would have speeded it up consider- Puhuth^ MAXts 

ably without sacrificing the visuals; nt-house 

after all, 256 colours for this type of - ■ 

04.99 Out Mow 

game is somewhat gratuitous* It may 

have also been prudent to use the nmi w*fc **»itaWp 

Amiga's hardware to manipulate the 

windows, instead of the custom- writ* 

Memory I Qish? 

ten PC drivers. I'm sure that this \ * 

alone would have made the game H 1 
much more responsive and playable. jgjjF A flflflH 

Surely this game is the result of lazl- W Wo 

ness on Maxis' behalf* Come on guys, 
we want to see games that take apm 

advantage of the Amiga's strengths, y J fQ 

not direct ports from the PC* The 

musk is OK through a hi-fi, but a bit ' 

tinny if played through the monitor. f S JL 

It onTy plays at key points in the tl'TTTI 1 

game, but I must say r it tends to get — 

a bit irritating and repetitive. The ^ [ l^y 

reward system, whereby you get a J U Q 

prize when your number of slm-peo- ******** ’*"*'* 

pie hit a certain number. Is « great 1% A JM 
idea p realty pushing you forward to I 

see what you'll earn next. The first | : -j jTQ 

reward, for instance, h a Mayor's house 
when your sim-people total 2,000; but l 
won't tell you the others or It r ll ^poil the surprise. Another 
great aspect is the newspaper, ft's fun to read some of the 
silly stories, and the paper gives you dues and pointers on 
your performance. The all-important manual is good, bar 
the index which needs beefing up for those who like to dip 
in rather than read it all In one go. Overall, fve got to say 
I like the game, despite its faults. It's as deep as you want 
it to he, with appropriate default settings for many of the 
special features, for those of you who don't want to dab- 
ble too much initially* t hated it for the first half hour, but 
once you look past the unwieldy control mechanism you 
soon realise why people play it. f’m going to say this one 
more time — Sim City 2000 is slow. If you're the slightest 
bit impatient, deduct 20 percent off the final score, But if 
you're a patient sort of cove it will quickly grow on you. 
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This gives a 
whole new 
meaning to the 
term 'going 
under". Another 
of the in-built 
disasters is 
flooding. The 
host way to 
deal with this is 
to raise the 
off-ending piece 
of coastline.. 
Alternatively,, 
you could re- 
name your city 
'Venice', 
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Tour industries" tax window allows for very fine control aver exactly what 
gets built in your City. Heavily taxing steelworks discourages this polluting 
business, while lowering the tax for media, say, will encourage much cleaner 
industries Into town. 


This is your budget win- 
dow, where you decide 
how much of a squeeze 
to put on your tiny sim- 
peopl e. Too much and 
they'll emigrate to a 
neighbouring town. Not 
enough and you'll go 
bankrupt. Look behind 
the budget window and 
you'll see the water sys- 
tem. This is another new 
feature, and adds a 
whole new dimension to 
the game-play. 


Window frenzy! f! Yes, more than one window can be opened at a time. Here 
you can see population details* the map* the size and placement of your 
neighbours and lots of graphs (horrid things)., all available at the click (and 
wait* of course) of a mouse. 


Well* it seems that a non-AGA version of Sim City 
20QQ is about as likely as me gelling an AMs TD 
21 in my Xmas stocking. Which is pretty unlikely 
indeed* of course. 
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Advert is in 


PRINT, IS IT PR* >PER? 

Most! advertisements are perfectly proper. 

A few are not. 

Ttie Advertising Standards Authority not onl> 
monitors over HSU advertisements every month. It ensures 
compliance with the rules in the strict Code of Advertising 
Practice, 

So when you question an advertiser they have to 
answer to us. 

10 find out more about the role of the 
ASA, please write to the address below. 

Advertising Standards Authority, 

Department X, Brook House, Harrington 
Place, London WC1B 7EIN. 



■ i s"l fa B i # + + f ■ ■ m ■ 


Thh» Npice In douatrd Ip i Nr litrrre uf JiIjlB standard** In aticrtluriltilAN 


256 color SL‘l-11 graphics 
TacticaL turn-based Nbk uiargame 
Full scenario builder & unit editor 
14 types of near future 


Fullij animated monument l combat 


Full up iilarnilm on Him cUss ui units 


SJHft* 


■IaD 


' . *' ** 

Kpv: 

Jft3?9B^5£ 


Til 1 1 !E c 0 n ■! 1 1 n huillifi hiiI fiIiIui 


Impressions 



NjU PD 

AO, I ' Mtrtunx Vletwl 
K i h I 1 1 . ■ • I . iisitM SS 4 3 HE 
IW/Fm D 7112 54*79* 


Mji.Ii rr.ML- link- m VXXL d >fflJCBn 'l 'rft *-tial >UU 

art fflinr pltj^« plrnr pm! wg luve i 
All dnkx v ■ I miii'l i'll uiy Art's g ij IBlCM CChflV- iv£ 
hlalfrd Full toilklgue remlilriE- I ct wily 7Jpw 3 l"4 
■CifcVs- 4amjK ! * f=^ii af ili’.L'. 

A I si Uei -■ S ciii In CUss :f« mnfrom, 


(1SK5 

. Ullti 


FREE DISKS 

I w rtKiTM Li iMu ijrijfrwfl tlkiflu ll fre* 


From only 

60 p 


i -hi i 


E.Ft Ml **1(11 
Ipfyinpi pm vl 
iSprcinHi Clptw^tl 

Iprm ¥-4 -j 
|1e£iw h 

Ink^lBT ¥| S ! ] I 

•Vuli n lEI'n:|C" jm 
Fj.II l! 

X l'|l‘,lW..HTl 

I rf-r .* ip h I .4 w 
Willunk Ft I'll !l ii” .t'| 
FI iiifuiJ Pn ■. I i • 

Kc*ri* 1.1 1 
UlilZ Dljrlfis 

C M-. iui vl- 1 1 11 

Ajth. Muiuft 
'TnilLkllLUli 

Di-kKjb 1 '* HI I 
LrrkijJnc 0*sj + T** l?l 
l.'rjk,- L L rpv 

,‘lk* L . m 1 1 : i r 
I fu Fjijiiic 4. 1 
Lip. L Rkk2 
DCtflk 3 .| 

I lard l>r-f U»>s 

I kiair.'.j } 

FlrVH". 

FT T«fc : 


DAVIES 

H ., l i :-j¥- n ] 

IjlV JL ik HlM-T- 

Onf 

FimIjupJ M 
Green S 
'A.red Cl*rn 
I ly-jLn i a™ 

AmHrhFhirt 
Wirld TeuiI Sfjccdwu;- 
Hai~? Jr: I IlMK 
TfcHte LkwhCi MiLl 
Am (J i 

I JT-. L ima li I lji .-ir_ii 

Siekfcdl ] 

Tilimifi '.2 1 
Di ■■ 1 1 qc MiTki*;+ 
Smkei-n Spwf- 
W.rM Vxr.: 

EnSfH £!xrth. L5A 
Hi h h OlIbIr 

\U , ,riiL | j) 2.1 
l^e^Winjni ■{Jl 
[yrjr.l fViR M.«iagcr 4G 
Hmlr Cm* 'l 
Ari i m 1 1 laJ vXaniK }r 
Hmj'sJ Oalie 1 - 
IfckilM: Faimin 
CuiiEt-r;. kin* 


DEMOS 

CLTCP D *TK‘ 
h-ur* De*ir> 
Go» 

Mk-NViI 

At**; 

kik i.ll'i l.2l 


Cinay Qi*itrd XlKk* \ 
rtia-Q 

llminh h»i^r 
eii Ail 1 2 i 
Wirt! l! Up 

'z-j. I* : p.ti Gd uvyi i r ? >i 
L-x-Jl-r 'll! 


! I^ll^j CtHi; 


i TP«ni Ijf 

I up in Deep ,fii¥E 'll 
Eli. du 2 *i 

UiEtfri Inppm 

I p"1i|hi J-i) 

Ivuj-. IWi F."-. I 2 - I.2D a 
Xu’ I idk R_i- e Dcirni 
Dckcil Dig.i > :Zl 
Sljk- tf h( An 
H ■ K AllUk l 
L 5 LA le.'lnri WWnrr 

Sfi-.'il I klfp' ! 


im 

Spi i j pm ! ll AfiA 
Nliip Ifi JI.lT I 2,1 
I > 4 ll flui Ih -’.ik'k 
L'tiBJIBE'l / I* HUE I 2 I 

Kick t .4 

ArpJ ? w’H- 1 Uni- 

".V 1 1 . |l.« Lrftr-Ji- 
■yis^h- W i ti -In'.ci 
’ l:.,.'K- ‘X H b-ii* 
AlIiih H rl*'i -I Pi i> 

1 21*5 HU Flip 

1MJK 

Scene 2 »mk'< 

1 3 1 

Muii ■: Iniswif 
VlUl 

P jmcl .Ajiiii- 
CijrrtfR 
>kfH! 

Tmh Tha f iftni» KE il: 

TiIeii: 'UKI.i 2 l2> 

Aim I har-lji 
.Al'*.tvi Ftfral 

'■■H Apin 
> or* 

^uNimnp! A i C ;Ii 

Si.Y ■.'.•••■rid -;2,i 


DFSk PRICES 

L-l disks 11 .415 per i 
4-1 1) L3r-JtK per i 
lit I g CtoJii HUppef 
3J - 44 Lh*s TT-fr Pf! 
DirIx MI51 r.i." 

RtJhr iaM ?llp per ' 
ICT pwlsie -ar>j pm-p 
HUqikluTA^'h In 

UCW Cj AMLe 

SIirich AGa 

V Kllci 1 0| 
t>l>=iWLh Qvp ■ 2 < 
112Z1 Afcl Kl<ni 
IftlWWE j .^Ca 
Hi.’ it ui -iC . -'i 
/on he-. 1 
IBOt AGA Rteaii* 

AGA MdiMMlI J 

AGA l*Pl' 

A*:>A KI.hi iL. 
kriailKr 2 • lu J 
luds Fir ktvnJkn ill 
lii'E.'ri - 

L JLH) jyLIDLs 

4'IiuJlj 

L iirl* ("u*j |*»-J AGA ■* 

Eh«J An l2h 
GIF PtJl«K- I Ithi 
jjndr hh-:p I H 
Hi Eli Mk T 14 -J-j ^ 1 2 1 
AGA htmiim 5hki - 

oiLum 

UJTtar 
w.nl C^jfr4fbj‘ 
Apiuhiirw 

AM rlul u V’i.hiI 1 -1 


F. HAW CATALOGUES FOX ALL MACHINES - CALIJFAX FOX YOURS 


m: \SE QI VW KEF: “THE 0 \F \MIGA JANUARY” 


•WIRIACn.V.CO' 

13: BIT POWER 
m il.f I^ Cb-KOMrDRIVE 
J i B5JTTQN CONTROL RAO 
!is K MILLION COLOUR PALE! I'E 
C Lj QL; ALITY STEREO SOUND 
PLL'GS INTO A TV OR MON ]'l ( YR 
M AYS MS.SlCCD^ 

CD I LINEAR COMPATIBLE* 


M /t)\E PACK 

f inriB' Sssflwart: I :i-. I'.ilIl- ! 

CANNON FODDER 
DAGGERS 
LIBERATION 
MICROCOSM 
OSCAR 
PttOJF VC I \ 

jui mate body blows 

* ' SA FE i ' 2 *J 


I 1 I 1 1 


we sell a large range of software, hardware 

AND SUPPLIES. OUR CATALAN SC l CONTAINS DETAILS 
OF THE LATENT RKl.t.ASKS, AND ALSO AN EXTKNSlVi; HACK 
CATALOGUE, OUR RANGE Of 1 HARDWARI INCLUDES 
DISC DRIVES AND MONITORS. WE ALSO SELL DISCS, 
PRINTER RIBBONS, CABLES ETC ETC 


„||, Im,-. i lnijik^ A {AkI.pI Oiik-rs, iki^iiNk' In lillTJb Snl In-mi-. Wiile tip in at: iMIira 
| h aii |'i 1 S' I k‘ 1 I ill li it- Mill. 1 1 1 *. ■ m i ■ hi I k ■ 1 1 . Baiilaim 1 . L)viiii>MS hAP. EAOih 





Harry's been a git lately. He says if Andy 
Nuttall doesn't write his intros, he going to 
systematically slag him off. No change there, 
then. Sob. 

F rankly, people have a morbid Fantasies not only had four well- 
fascination with pinball. Like designed tables, but ball mechanics 
one-armed bandits (or fruit which, to all intents and purposes, 
machines, as I believe they're now were real. The flippers felt solid and 
called. Presumably because they're rubbery, the dot-matrix store table 
considered armless, Ha, ha) and pub bounced and bounded with in-game 
trivia machines, pin tables attract a graphics. And because it's not even 
vast following of dedicated players, in the least bit mechanical* it never 
and yet they only consist of a few broke down. Just, brilliant. 

metal balls cavort- And now, from Sweden, comes 
1^ ing around a Illusions. Like Fantasies, but with new 
serving tray. At added Multi ball, illusions promises 
least the ban- much and delivers even more., There's 
\- ; IHJ d»ts and triv one fewer table than last time, sadly, 

P Hff boxes occa- but what it loses it makes up for 
sionally spew with. .. oh. I’m sorry. Matt's just start - 
k/ forth money, ed to write the /Wr Blohby review, 
but not pinball. So and to keep his inherent hatred of 
kk where's the attraction? Britain's most toilet- 

\ I’ve got a theory. Well- trousers game high 

■ designed pin tables fol- X in his mind, he's 

I f m low the golden rule /jjJRXalV |M put the title music 
ilJt n * that simple games are J Ip I on rather loud. 

often the.best. Like all I M W ' Biobby blobby 

the old arcade games: blo-obbbbbyyyy !" 

Spi rce U waders. Missile ^ oc,h he 5 50 amus- 

Command and Asteroids r ing. Excuse me for a 

pinball starts off so simply / moment, 

that ydu could train a mon- k Hi Where was I? Oh yes. I love 

key to play it. When the ball tf MM .91 Pinball Illusions, and I haven't 
gets to the bottom of the really played it for very long, 

table, flip a flipper to send it Pinball connoisseurs will know, 

back up again. And, despite its though, that the real test of a 
simple appearance, it will grow with table's mettle comes with time. Per- 
you; and as you succeed you'll dis- haps that's why I know I'm going to 
cover more and more features that be up 'til the ridiculously small hours 
’keep it interesting for the next few days...#: 

there which 

made from, It's a design thing, all 1 \ jjtiliJVj 

"pinball tables are essentially the k » jftr 4 m J - ^ jV./l 

bumper, y ramp^^_ JHjn WHfl 

get in 

won't gel and people 

won't play. And •* 


STftST 

moot 


SHOOT 
^ OUT 
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I'm not sure wh-at these eyes are for, but they accompany the 
Arrest feature of Law r n F Justice. A bunch of thugs have escaped 
/ from the arms, and indeed Transit van, of the law. cleverly repre- 
sented on the Intelligent' dot display. The city looks upon you 
to... fire metal balls at them. Surreal,. but it keeps it exciting. 


iTMi 
' Cl3£j 


Annoyingly, the hall occasional- 
ly gets stuck at this point on 
Extreme Sports, The first time it 
happened Matt and I thought 
it a good idea to tilt the mon- 
itor slightly, so that the hall 
would run loose. You might 
consider us bra instead for 
doing this, but with all the 
colours, and gongs, and 
bangs, and hells... it goes to 
your head. It really does. 


r j 


Jrtu 
BREAK 


r ««-i 


And yes, ladies and 
gentlemen^ here they are in all 
their glory, oh. for the marvellous 
fee* of their pink firmness; plump yet 
pert, miles of sensual curves ending 
m a tiny nub the size of a single 
petits pots. And the rubber coating, 
gently easing the balls back up... the 
table. What's that? t mean the flip- 
pers, | was talking .ibout the flippers, 
you dirty-minded individual. 


The Extreme side of the sports is illustrated nicely by this, er, 

death scene. One of the large variety of in-game features is 
Skydiving, in which you have to hit ten lights or so 
before a timer runs out. If you don't... well, you 
see the little man at the top? That'S you, that Is, 


Like real pin 
tables, fifv- 
siom T are 
packed to the 
flippers with mechan- 
ical-style features, 
backed up with the 
mock-electronics of 
the dots above. The 
bi- plane is part of the 
sky-diving (see above 
for the results}, while 
the little 'mode' lights 
and the other LEDS 
and flashers signify 
other things, er. hap- 
pening. 


JOIN THE DOTS 

L*ko in the prequel fantasies, a dot matrix-type display hangs above ihe 
table to show your score, bonuses and .any features which you might 
rack up. It has become for more advanced, though, with every feature 
and bonus not only firing a sound sample of, say, a lady police officer 
radio ing from a riot scene, but also a short animation illustrating Ihe 
point There's also some decent morphing sequences in there, which 
it become even more impressive when you think of the limitations of a 
\ dot matrix. Clever. 
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The tunes are worth a second mention. Law *t\ r Justice and Extreme Sport* 
□re blessed with far and away the finest soundtracks, hut even Babe watch 
has some happenin' grooves, or something. As you would expect, wherever 
there's 3 surfin’ theme, the Beach Boys aren’t far behind. Or at least, some 
oiiginaMsEt music played in a Beach Boys sty ley. 


First things first: Illusions; offers stun- 
and sound effects. The 


rung music 

Law J n r Justice table is accompanied 1 m rir r - r -- 

by a s ton king soundtrack, more like 

something from Bfade Runner than 

an Amiga; while Extreme Sports 

offers the most pounding, driving 

music IVe ever heard in a game. Kind I 

of a cross between Ministry [American 

heavy industrialists) and Kraftwerk 

[80s Teutonic beat comho}. And the HyQyflLI 

blips, beeps, clangs and voice samples 1 EKRJKIC5 

which made Pinball Fantasies stand f 

out from the crowd are taken a few 1- 
k steps further, We f ve already seen | s [ LL H 9 

, j. the stupendously good graphics* BITPX' J 

ft and discussed the huge range of S 

£■ features ; so Illusions wins Oil ail A 1 1 1. I T 1 

* counts really. Except, er r two. j 

jp One: the loss of a table. I was b 

expecting tour, as with Dreams and mmmmd 

| U5TRJ1LIT 

Fantasies, so even when the twirling L 

shapes of the intro lit up my telly and \ jr 4 

proffered but three r I was, to say the 

least, slightly peeved. Two: Che first 

. k 

two tables will be considered, by pin- 
ball nuts, to be too easy. Extreme f | \ ^ 
Sports Is rather rock* taut you II be * 

racking up the points like nobody's busi- ’ jgfe; ' x 2 ms, 
ness on Law 'n' Justice and B a be watch- 
However, it's only the same argument which could be us 
for Fantasies — because I found the Partyland table ti 
easy there, and that was far and away the most populaR 
it's difficult to fault illusions, because 


Dominating much of the Babe watch table 
are, um, babes. Er, and that’s it. No, what 
I meant to say was this Casino, which 
really only plays a small part in the actu- 
al game. Not that the babes play much 
of a part either, but they set the scene 
guile nkely. Anyway, the Casino tan be 
Opened by hitting a certain combination 
of features, and you enter it 
using the flipper on the right. 


any gripes which J had 
about the first two games have been fixed- You know the 
things that bug you about pinball? Like the time it takes to 
rack up a new ball; nanoseconds in reality, but seemingly 
hours when the ball's gone down in the middle of a 
125,646,763 high score. And yOU scream at the teJIy to "Give 
me my ball back you metal git!” Well, now you calmly press 
Return, and your bad will be handed back. And Multlball.,. 
welt, since i heard about Illusions I’ve been wondering how 
they'd do It, and the flip between Jo- and Hl-res modes 
works astonishingly well. Yes, my friends, Pinball's back. 
And this frme It’s brought its friends.. . 


L'ABOO, c 1 Pst nil points, je suits, er, afraid. Some- 
thing about the Multi ball being too complicated 
for the slower machines, or something. CD32 
owners, however, will be receiving their very 
Own lflusi&n& in the near future. In fact, now. 
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screen turns fo hi res, so ymQtan Mf mol *«f fiw table, anti t^yo moft 
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that hhtes mode is slightly flkkf ry The huge range of colours cm the 
Al 204^ tho kiffflT mea ft* th^rt even on a TV tBIi neve r btbmfl* annoying 











Matt Broughton assures us that he is a man without fear. Of course, we know this to be 
completely bogus, because we saw his trousers flapping while he was reviewing yet 
another chapter of Alien Breed. Then again, he could have just been enjoying it.*. 


Making good use of the map is more important than it was m previous Alien 
Breed game*, and with all these multiple exits. it J S worth its weight in gold. 
Though not as readily available as in the previous £fra#d game*, there are a 
number of maps left lying in the outdoor areas, and you can also often find 
such items lying around the corpses of dead colleagues. Bleh! 


A part from The Chaos Engine. One of the hardest areas in rower 

it s hard to think of a more is the scientific tower, Here 

„„ .„ih. ■ e. you'll find many of the lads' experi- 
co -operative two player j oh- ' , , , 

r r r j merits roamtng around the corridors, 

llio In sin A^E'iT Breed,. and what with including such delights as big yellow 
,1 Special Edition, and the fairly recent fellas, who not only have an 
Alien Breed 2 , fans of the game have enormous 9un instead of a right arm, 

never been short of someth ng to do -.i * _*». . . ,. . 

of an evening, Well its something like until you come across the Predator’ 
three years since the original game's like cloaked chaps while running from 

release, and Tower As$auft is at last « 3n exuding level, f*oo poo a go go 
ka^ji Ci> ■ a- n -t„w-k k» time, methinfe*! 


aliens out by now, it seems that find- ly). There is, however an option to if 

irtg limbs lying around the place and make your bullets harm the other p 

hearing strange burps emanating player (hut don't tell Andy that!) “ — 

from behind the light Arturos isn't an The non linear stuff basically rpweJr Aa f utt is much mor,? piJzzle ^ than either of its pi 

obvious enough due that seme rneam that there’* not ju*t the one lhr Here, all at the auxiliary po««- generator* must be f 

thing s... well, "not quite route to the end Of a level., and this switched on before a door further on in the level wifi open. This Is 

right’, Needtess to say r merits that Team 1? can righteously sl problem, but you do have to watch out for ah those gittish land 
another sad colony has claim that there are over 250 ways to 
been completely wiped compete the game. The effect this 
out, having the marine actually has on the game is to make 
corps to tidy up, put all the it feel much more like an adventure, 
socks into pairs, and wash with messages On-screen telling what 
the floors. Again. lies to the north, south, west etc. 

There are two new ele- [East, I think — Harry.), 
merits to Tower Assault Other nifty new things include 
that actually make It new breeds o# alien (the invisible 
much more of a sequel than ones are particularly sUck -busting) 


A survivor! As you can proba 
biy see from the thickness of 
the door above me, he wasn't 
the easiest bloke to find, but 
with the aid of a few 
coloured keycards, vve man- 
aged to find Security Chief A J 
Robinson Who locked: himself 
in when the aliens arrived. 

The Force may he a powerful 
ally, but it's nowhere near as 
bloody useful as this bloke! 

As wejpeak, he's off access- 
ing some of the security sys- 
tems that have been causing 
me night mares since 1 arrived 
Cheers ears! 
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While plodding around the outside levels, 
the alien hordes- a ra the least of your wor- 
ries. Of tar mare concern are man-made haz- \ jjj\ f 

ar-ds such as large mine fields and security ■ 

cannons. The mines are actually visible as small 

bumps on the surface and test your concentration more than anything 
else, while the cannons (tog qf pici 3F« extremely fast and extremely accu 
rate. Once again, it's the level designs that get you every Time! The *A' 
kort, incidentally, is an invincibility power-up. 


an absolutely superb addition, and 


points in the game, as well as hinting 

at your physical condition (i.e. "play 




1 guess what you really want to know 
is whether Tower Assault is simply 
more of the same, or something all 
fresh and sparkiy. Well, you can paint 
me in creosote for sitting on the 
fence, but the truth 1$ that it's a bit of 
both. Like many sequels, or indeed 
sequins, the winning formula has sim- 
ply been tinkered with, but TA Is cer- 
tainly a greater step forward than 
AB2 ever was* The retreat feature is 
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system exists in Tower 
Assault in the form of 
5 ma rtca rd s (shown here by 
a dead colleague — top 
right})- These little darlings 
are scattered ail over the 
game area and can h# acti- 
vated simply by v/a Iking 
over them. *t r s always a 
good idea to check them 
out, as apart from provid- 
ing general information, 
they often offer hints and 
directions as to what to do 
and where to go nest. 
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Just to Add to the variety in Tower .Assault, this particular level is completely 
im-Rreed-bke and more of a strategy and patience test. The entire level is filled 
with these test mines, some of which are armed, some of which aren't. You can 
set some of them qff B but If you're too near, you'll take damage. You have to 
make decisions about risking health to get to first aid packages, but walk into 
an active mine and it's bye bye time. Believe me, irs a lot more absorbing than 
it probably looks (turn up your telly, and listen to those mi net blow!} 
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The aliens appear to 
have become even nasti- 
er since their last out- 
ing, quite happily eating 
human corpses on- 
screen! This is within 
one of the human 
colonies that the aliens 
have already been 
through, and it ain't a 
pretty sight believe me. 
Mind you, word is that 
there could be some sur- 
vivor t over in the high 
security prisoner 
section. Hmm, this could 
be worth a look... 


**# *i 


graphically. Tower Assault is a 
vast improve merit Over the Origi- 
nal with the players' 1 and aliens" 
sprites featuring much improved 
detail and animation, along with far 
more interesting level designs. The 
sound has been beefed up, with some 
extremely atmospheric and down- 
right spooky music, along with excel* 
lent spot FX. Tower Assault also 
features much more speech than pre- 
vious offerings, with that silky 
smooth female voice letting you 

mrh if r * firtinfr Art Art 


er one is buggered” etc) The various 
scenarios also draw credit for playing so dif- 
ferently, making it more than J just another level with a 
slightly altered layout 1 . Out of everything though, it r s the 
gam ep lay that really profits from the general soup-up, and 
with multiple exit points on each level* Team 17 has man- 
aged to dispense with the linear feeJ of the original title. 
The split between wasting aliens, puzzle solving and explo- 
ration has been expertly set, and apart from the odd level 
that, like its predecessors* sends you panicking to an exit 
while a timer counts down, you can creep around being 
scared very nicely for most of the time. In closing. Tower 
Assault is a brilliant finale tor is it?) to a classic computer 
trilogy, and a worthy purchase if you haven't bought any 
of the Breed series so far (shame on you). It s also worth 
considering if you've only got the original game as it offers 
plenty of variety and a whole plops-worth of new features. 


Tower Assault runs on all Ami gas, although if 
an Al20ti is detected it load* up with upgraded 
graphics and sound- A CD32 version i* almost 
finished, and will feature stacks of stunning 
rendered graphics, digital sound AMD the com- 
plete Alien Breed 2 . Yum. 
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What time do cyborgs get up? Pretty early, I 
reckon. And what do these posltronic pit- 
bulls eat for breakfast? Andy Nuttall-on- 
toast probably, with eggs, bacon, mushrooms 
and brown sauce. From his pants. 

I f you think about it, being a well t good* guy s do that sort of thin g 
Cyborg mightn't be all bad — I otherwise they r d be a bit of a big 
guess it just depends which of girl's blouse. And just how many 
you r bit* are humanoid and which good guy* do you know who answer 
are er r "cyhorgular', There must he to that description? (Andy, get thee 
dozens of blokes who mu*t some- behind me, scree-bred Son of Set — 
times be just gagging for some Syn- Harry.). 

thetic bit* after a heavy night on the The game is set in the future — 
town when the mind is willing but way, way in the future, when niceties 
the flesh is weak. But not me of like trees, birds and flowers etc. are 



The Cyborg's only other 

special move is the shoulder charge, which has you summing at full force 
into the enemy. It can be souped up by keeping your finger on the fire 
button to increase the power, as indeed can many of the move*. 



^ Apart from the story mode, in 

which you tackle each of your SIM enemies in order there's 
also a training mode where you get to of the other 

robots and batt er holy hell! out of tneCyborg- Here the 
Builder demohsTrStes his ultra- powerful bottom- bouncing 

bomber jump special move. 


The Crusher's Special move iis aptly named the 
p incur mincer — no guesses as to which bit of 

you his pi nicer minces, guys! 


A nice twist in two-player mode i* a series of super 
special moves which Spice up the game play a 
bit. Operational while in mid-play, they don't 
last long p but they include such great toy* 
as Invisibility, which makes you disap- 
pear, obviously; Invincibility, or no 
suffering for a while; and Disable 
or Reverse of your 
# f ~ opponent's special 
- moves. 
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Suffering fr&m an extreme personality dis- 
order a iid more than a small dose of 
schizophrenia, the Builder piles in to... 
nobody at all. Actually, the opponent has 
become invisible, but it's good to po-ke fun 


are nothing more than 


The Supervisor, once you Anally reach her, is a bit 
Of a toogh Old broad — no easy winning formula 
against her! As well as being exceed jrrgly fast she can 
also morph herself into something very unpleasant, in 
true Terminator 2 style, such as the sharpened instrument 
shown here. Jolly painfull * t 


your two special moves — the turbo headbutt 


In the unlikely event that you should find yourself beat- 

mg the Supervisor she's not the kinda lady to play fair. Oh 

no! She instead has a nasty habit ot melting into a pool of nastiness on 

the floor,, energising, and then reforming herself elsewhere on the 

screen — usually following up with some serious GBH to your person. 
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As already mentioned, most of the opponents can 
be knocked off by trapping therm in a comer and 
laying into them with your trusty flying kick. But 
the Crusher adds a bit of variety by being polish- 

rrl 1 ! l r^i 1 i 4* IK 1 1 ra ic £iir In ■« < kudn.ra4 ilk inn ri ril 1 ! 


There's no doubt about it — graphi- 
tally Rise of the Robots is the abso- 
lute tops, with amazing 3D-effect 
sprites all with marvellous fluidity of 
movement. It's a shame there's no 
interaction with the backgrounds 
which, although adequate* tend to 
pale into insignificance by compari- 
son. The cinematic intro and cut 
screens are really cool too, incidental- 
ly. But p at the end of the day, these 


pifhitfher; Mirage 
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attractive window dressing. A 

We've waited a long time for Rise of ^jr 7LfO 
the Robots — the developers 
declared ages ago that they had the 

look they wanted* hut the gameplay j | | fQ 

wasn't up to scratch and they weren't 
releasing it until it was. Good grief, 

what must it have been like before? jjM S£| A 

Once you've got over the mouth- 

watering look ot the game, and start ■ ■ . — 

getting to the meat of the gameplay, ^ 
you find a multitude of flaws* For 
starters, there aren't enough charac- 
ters — play the game on the easier _ njmm 

settings and you just have to L 

plough through them all again on if |0 

5 a slightty more difficult setting 
* before facing the Supervisor. Except on 
'Hard*' fevef all but the Supervisor and one other oppo- 
nent can be slaughtered by f rapping them in the corner and 
inflicting repeated flying kicks (this is even true of the two- 
player mode), casting a huge question over the Pastahility 
factor. And the special moves — although impressive — are 
too few all round. There are some excellent touches in the 
two-player mode Such as invisibility, invincibility and a 'dis- 
able special moves' option, but even graphical treats like 
shadows are badly designed and tend to melt into a pixi- 
lated mass when they fall on the opponent. I tried hard to 
like Rise of the Robots because it does look so damn good, 
but although I did derive some fun out of it, it was short- 
lived. If you're really gagging for a beat 'em up go for mor- 
tal Jfombat II instead — it has more characters, more 
moves, more bistability and tons more fun. 




1,1 _ _ jr "| Surely you must have played the A50Q demu on 
A5/G0O j last month's cover,. non? Ah, then order a hack 


_ _ ' ■ ' 1 1 Purely you 

A5/6O0 j last month 

, _J issue qow 

A 1200 game show 

vcf-iioii — I 


issu f now. uu t yes. the “-tory is that an AS 00 
game shouln !>«■ on sale by now, as is ihe At 300 

version but neither will be gwd AS this. 







The plan is to tie lots of bot- 
tles of beer and sausages 
onto this enormous length 
of string, climb to 40,000 
ft and lower it into the 
middle of the Hun 
formation. Then bang! they 
all collide. Harry Attrlll 
in a tail-slide. 


I know. 






Bt't nip across tht wann#!^ 



i 



slide th 
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M O and The Sausage" like Other shouting 'Wow!' and so The 
going to Duxford. Pop Sausage' took the only manly course 
along on a Sunday and of action. He grew wings and raced 
you'll probably see a Corsair, a Zero around the grass, laughing. I'm afraid 
or a Messerchmidt beating up the I was too self-conscious to 'be a Hur- 
aerodrome. Even when the weather ricane’, and just joined in the laugh - 
is not suitable for flying, they still ing hits. UVhen they finished testing, 
wheel their precious charges out on the silence seemed almost as loud as 
to the tarmac and test the engines. It the din of the engine, i dragged him 
was on just such a miserable day that around the remaining exhibits, half- 
The Sausage" heard his first Rolls- heart edly — the flight control rooms, 
ftoyce Merlin, We'd been watching the billets, the cinema shows — but 
them trying to start the Hurricane for nothing could compare to that awe- 




20 minutes and frankly, 
we were getting a bit 
bored, when with a 
splutter the p Hurri J barked 
into life (firing on about half 
Sts cylinders) and everybody 
cheered. The mechanic teased ifr 
open the throttle and as the 
Merlin gathered power, 
the sound of it changed 
from a sort of crapulent 
pre-war tractor into the most gor- 
geous and beautiful thing in the uni- 
verse. Ever. The Sausage' gave me a noises in history have been lovingly 
brand new and slightly sillier version castrated for your disappointment 


some demonstration. We talked 
about It for days. We invented a 
"Who Can Sound Most Like a 
Hurricane in The Bath J compe- 
tition,. which I only won 
because I'm 30 and can 
regularly dredge-up more phlegm. 

Overford then. Sounds a bit like a 
washing machine, plays like a Sunday 
afternoon at the launderette, reading 
quite an interesting book about aero- 
planes. The first thing \ noticed was 
that some of the best aeroengine 



The many briefing sections in Overlord are excellent, packed as they are with 
more mouth watering detail than a train spotter's sandwich- bo*. The manual 
too is heavy, and should be lifted with caution. It s crammed with bumf, and 
includes eye-opening hints from famous aces. 

s3 


of hi Tm going to throw myself 
off the top of this big climbing 
frame and you catch mc r okay?' J 
grin and wiggled his eyebrows 
in a special six-year old bloody 
Hell Dadr kinda way. You see. 

Rolls Royce Merlin and later 
derivatives (.like the Eagle), make the 
sort of engine noise that you feel — 


and that the RT voices from Reach 
for the Skies have been cut. Sec- 
ondly that you can no longer play 
as Jerry; and lastly, but no 
G means, er, leastly, that bar- 
ring one or two in-game f rip- 
peries. Overlord is more of the 
* same from Rowan, only its 
1944 and we"ve got the Hun 
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in your pants, as Matt would say. on the run. Defence' has therefore 


When you've heard one, all other 
petrol engines sound like lawn mow- 
ers. Anyway P the wash from the pro- 
peller made us cry, and we 
couldn't hear each 






become 'Offense 1 and to dog-fighting 
one can add several new mission 
types. To coin The One 
Squadron cliche, er;.. 
that's it. # 


* 


= 


■ ■ 




m 


78 








Some of you will not care that the patchwork-quilt 
of the English countryside has been rendered as 
gooseberry puree, or that buildings look like 
shapes extruded from Mr Bio bby's (Blob by, 
blob by, blobby!) own pendulous chaps, 
because the planes look nice In a Dinky sort 
of way and the cockpit detail is fab. 
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Edrly entry in my w^r diary, which, looking back, 
was madly ironic. Btcjuie in my humble opinion, 
Reach for The Skies, Rowan Softwars's Battle of 
R retain game, is arguably better and at least 
good as Overlord, To a huge extent, if* more of 
the same — which is, of course, rid bad thing. 
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T HE 5* Iff 1ft t LOOKS BtflUTWUL fiND SOUNDS POUVStfUL IT ES fl COOP 
OtAPTPLE OF fHi OLD SATING: IT IT LOQKf RIGHT IT WILL BE - (CHT* fig 

f PCCCi AMD PATE Of TURN WCNE POWERFUL FACTORS IN THC CATTLE OF 
mWM m AND NOW THE SRITFiRC If STILL A UffFUi WEAPON* 

Overlord uses exactly the same engine noise b- as Reach for tho 5 Jd#S but has. 
disappointingly in my vitWj cut the RT chatter. And contrary to what it £*y± 
here,, my Spft sounded like a groggy bluebottle, farting in * milk-bottle. In 
the fridge, Next door. But one, 


BALLET IN DISGUISE 

Despite appearances, aintp-ajr combat can be duller than Swan Lake, This 
particular encounter with an FW190 was inconclusive because both pilots 
fell asleep at the controls. Between naps I let the squarehead gr-t 
on my tail just to show you Rowan's new 'combat lock' facility 
wMch r visually at least, keeps you er... locked In combat. 

I B ... and who will zoom 

Wili the hunter B triumphant from this 


become the 
hunted!...? 


dance of dearth.,.? 

* . * 

S'# 


WJ 




- II 


snore 


I suppose that on the whole, Over- 
lord looks pretty good and works 
quite smoothly on the Amiga. There's 
bags of detail and plenty of nice peri- 
od touches, though of course all the 
lovely PC Gouraud shading has been 
shot down In flames. Theatre and 
local air operations In the run-up to D- 
Day have been meticulously copied, 
and there is a flavour of realism about 
proceedings, from the moment you 
report to your new squadron as a 
greenhorn right up until you get 
into your plane. It's a poor show 
chaps, but from then on in 
Overlord is a bit of an under- 
achiever. If you like flight 
sims, you'll love the inter- 
minable pixel chasing and will 
doubtless also be slobbering at 
the thought of bombing airfields, 
bridges and train-busting etc. But 
while the scenario and all the missions 
in Overlord are new, once airborne, 
the game plays almost identically to 
the rather ripping Reach for The 
Skies, {now back from leave at a bud- 
gety £14.99) despite Overlord's 'com- 
bat lock’ facility which, I’d suggest, only 
connoisseurs will appreciate. There’s an 
‘accelerated mode' which a I Jaws you to fast-forward to the 
good bits, and a ‘Scramble' option which lets you bypass all 
the strategy, but as both these options also appear in the 
earlier game, (which incidentally has more planes for you to 
fly) Spitfire virgins can get as good a ride at half the price 
with RFTS. Okay, if you're a bit of a Biggies, then the 
deadly Mr JVtdlders himself would be hard-pressed to 
dissuade you from essaying the pleasures of own- 
ership, so I'll say nowt more; but personally I'd like 
to see this sort of game pander more to the imag- 
ination and less to the flying training manual. Over- 
lord is engaging, but It isn't fun. It doesn’t make 
your palms sweat, if you want to know iprhat it was 
really like to fly a Spitfire, read Richard Hilary's Tha Last 
Enemy, or hop over to Puxford on a flying day. 
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AS/600 I 


Overlord kangaroos 3 fair bit on non AOA 
machines as the screen updates rather jerkily. 
the disk swapping, however, is not too had. 
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Look out pantomime-goers, it's a huge unrealistic brown horse, and it's going to 
Not really, it's just Andy, JIAatt and Harry looking back at the year from inside a I 
because they've completely run out of ideas. Ah, but which one is the arse? 


t you!' 
sack 


THE CLUE 


respecting CD 3 2 owner. 


rm. . . strange year that for The 
One, eh? In the space ol 12 
months I've gom 1 from being 
the newest member of the team* to 
being the only origin, i 1 nn-mber (eft! 
This time last year a certain lat and 
jolly red-faced man (who really vva^ a 
treat) was editing the mag, while a 
balding and bespectacled young chap 
(Simon was his name, I seem to 
remember) ran along behind him 
picking up the cake crumbs. A certain 
luuverly lady by the name of Jenny 
was busy editing items of art. and 
some fella with a goaty beard was a 
Staff Writer. Though the first three 
mentioned have moved on to better 
things (a PC mag, a PR job r and bis- 
cuit boxes, respectively) the fella with 
the facial hair has, in the 'short' space 
of 17 month s* managed to change 
his title to Reviews Editor while doing 
much the same thing, Er..__ that's me, 
that is. 

We had new arrival in the form of 
old fella r Harry who, though spend- 
ing his first few months us mg far too 
big words and annoying everyone by 
changing their copy for no apparent 
= i is on, has settled in very nicely, and 
even taken an important role in the 
actual writing of the magazine, let 
nlone the production. Andy Muttall, 
however, is still surplus to require- 
ment^ but we're working on it.,-" 


0O‘ipr H l got into tons of trouble with 
a certain policeman for enjoying this 
a bit loo much, not to mention sug- 
gesting that stealing was fun. I was, 
of course, referring to this interesting 
advenlurq/strategy game, but the 
aforementioned person in blue failed 
to understand... There's nothing 
vaguely like The Owe for comparison, 
and it remains the most original con- 
cept I've seen all year. Starting off as 
a small time pilferer, it's down to you 
to move up the ladder of under- 
ground crime, plotting, planning and 
carrying out varying acts of “naughti- 
ness', Brilliant stuff. 


UFO: ENEMY 
UNKNOWN 

Another of those rare games that I 
still play, even after weeks oi review- 
ing. UFO, like H24Q * succeeds due to 
its pace of reward; the more time you 
invest in the game, the more toys it 
olfers you. With a large selection of 
scenarios, aliens and weapons to 
on counter, UFO ultimately offers 
long-term enjoyment; even though 
suffering from a slight 'speed' prob- 
lems The game is a must for fans of 
Sabre Team or Laser Sguad. Good, 
solid strategy. With big guns. 


as well as attractive. Also responsible 
for Simon singing "A whole new 
world" very loudly. 


BENEFACTOR 

ISIot everyone's cut of tea I know, but 

I personally found this tost i /(kings I 
Lemmings y offering charming in the 
extreme. There are only a few games 
that really warrant a good brain-bust- 
ing* but with a clever mixture of both 
platforming and mental agility, Bene- 
factor offers many hours of head- 
scratching (and \ don't mean that it 
comes with a free tub of nits). 


The Our*.,, proof thjt Crime plays. 


K240 

The first game that my parrot- like 
comrade, Harry QldtriM Esq. looked 
over my shoulder at and proclaimed 
"I like that", K24Q is one of those 
absorbing games that manages to 
keep your interest by adding new ele- 
ments at just the right speed. It also 
allow 1 ! you to claim asteroids and 
then change their names, This led to 
much hilarity, as asteroids such as 
'Dog's Bottom', Pants' and 'Flippy 
Floppy' appeared at various desks 
around the office. Mine and colonise 
asteroids, while attacking aliens as 
they try to do much the same. If only 
you could talk to them* though — 
now that really would be something 
spec ial (Wise words, mate — Andy.). 


PGA EURO GOLF 

Tar and feather me for enjoying a 
'boring god game’ but I blimmiiY 
well did! Having been unimpressed 
with Ocean's previous golfy offerings 
earlier in the year, they laid an abso- 
lute corker of a game right in the lap 
of Sir Horatio Attnlbus r anti I was for- 
tunate enough to pull his pants down 
on a regular basis (this, incidentally, 
is The One Speak for 'giving a good 
thrashing to' which, on reflection* 
doesn't actually sound much better 
than pulling said pants down.) Any- 
way* I had a jolly good time. 


PUTTY SQUAD 

Another John Twiddy production, 
Puffy Squad caught me quite by sur- 
prise, I'd seen bits of this puzzlev/plat- 
former earlier on in the year* and 
really wasn't looking forward to pro- 
ducing a four page review of it. But, 
So *md behold* it was actually abso 
Solely fantastic 1 ! Packed with quirky 
graphics, cute tunes, and tons of 
gameplay r Puffy Squad managed io 
sulpats the original Puffy hy many 
miles. With several hundred levels to 
wade through* all featuring different 
enemies and graphical styles* Putty 
Squad scores top marks in the value 
for money stakes. Essential stuff. 


TOP OF THE PLOPS 


Games l hated, hut other people 
rated. 1 ,} valhalfa Pit's in my 
pocket. 1 ' Need I uy more?) 2.) 
Wild Cup (Just hold the joystick 
left or right and press fire. Oh 
yes, great fun.) 

3.) Empire Soccer (It's too weak 
for football fans* and too pappy 
for anybody else.) 4. 1 Stardust 
(A sluggish and clumsy Aster- 
oids clone hidden behind pretty 
graphics.) 5,) Batman Returns 
(Make the Dark Knight look Kike 
a nob? If any one can* Gametek 
can.) 


ROADKILL 

Roadkitf grabs you by the pants, 
swings you round in the air* and then 
shouts into your left ear While playing 
the guitar like Mister Edward Van 
Halen in the other. Simply the most 
atmospheric racing game ever* with 
crunching effects and stonking mon- 
ies. Probably about the best-scoring 
'simplicity verses longevity' game 
here, injecting a new serum of life 
into the flagging, limp body of the 
top-down racer. Never mind your 
M/cm Machines and Overdrives, this 
is a definite purchase for any self- 


GUARDIAN 

I actually missed out on this one 
because I was on holiday, but I cer- 
tainly did my best to make up for it 
when I got back; playing it for a cou- 
ple of days solid (and then hiding it in 
my drawer! }, I was a big fan of Sfar- 
wifig on my mate's SNES, so to get 
something just as good, but less 
restrictive* was ai right old treat , 
Admittedly it suffered from the odd 
touch of slow-down, but to receive 
this sort of consolesque joy on an 
Amiga was a real Bronx, cheer. Hur- 
rah! And 1 er... Yowza! 


Putty Squad... ^ 

essential blue stuff. j* ■ - 

.... >*L. 


ALADDIN 

An absolute masterpiece from the 
master^meister John Twiddy r A/addin 
showed the consoles that they 
weren't so clever after all. What ever 
they can do* we can do (apart from 
the things we can't, obviously). Silken 
animations and dreamy tunes took 
the Amiga to new heights of plat- 
form joy, and with some damn chal- 
lenging level designs, gave the games 
player something extremely playable 


PINBALL ILLUSIONS 

What can I say? Though some people 
seem to have a problem wi th only 
three tables in this package, l don't 
know how anyone can complain 
when the quality is this high. With 
some brilliantly thought-out tables, 
not to mention the excellent sound 
FX and in -game tunes* Illusions has 
set the new benchmark for computer 
pinball games. With a few more pin' 
games on the way, it'll be interesting 
to see how they compare against 
2Ht Century's multi-ball routines. 
Good luck, suckers! 
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A n eventful year, then, 1994. 

My N q w Year's resolution* 
were someth at marred by 
an involuntary fob-shuffle, from l be 
world's biggest Amiga magazine 
(wqrk it out) to the world's biggest 
ST magazine (work that out too). For- 
tunes changed by way of .1 chance 
meeting with a balding similarly- 
be spectacled chap by the name of 
Simon Byron in the bar at ECTS some 
months earlier. I stood him up for a 
drink after the show, but finally met 
up in the next one six months later. A 
quick phone call out of the blue, a 
covert interview with said Lord Byron 
and his chubby erstwhile editor, and 
there you have It. So, kids, if you 
want to know the quickest way to 
become an editor, get yourself down 
to a bar, and taJk to the first person 
you come across 

Actually, er, don't. I mean, look 
what happened to me; getting to 
work with the old man and a guy 
with a curious propensity for facial 
haisr. And, indeed, spare a thought for 
poor old David Pleasance. One 
minute you're just another face in a 
multi-national computer company, 
and the next some bally rotter quits 
to head up a software company, 
employing Adrian Cale in the process. 
Bad luck, old boy. Suddenly bingo 
bongo, you're the boss of Com- 
modore, the Star of a special The One 
photo story r and the world's eyes 
(and the Amiga's future) suddenly 
rests on your gently perspiring shouh 
ders. And, the chances are, all that 
started in a bar. After all, most things 
do. Remember, guys, alcohol makes 
you fat bald, bearded, boggle-eyed, 
sweaty and Welsh, and blesses you 
with a poor taste in clothes. That's 
why I avoid it, of course. 

ARCADE POOL 

A curious choice, perhaps, but prob- 
ably the first great game to be 
released first-time around for under 
a tenner. Not even attempting to 
compete with Mr MacLean and his 
snooker-loopy-nuts-are-we 3D pool 
extravaganza, Arcade Pooi h a 
straight, top-down coin-op style 
game with great bad movement and 
A 1 2 0 0 enhancements. It's like all 
tho\e games for the BBC Micro and 
Commodore 64 should have been, 
only better Throw in a bunch of com- 
puter players with skill levels to give 
Paul Newman a run for his money, a 
whole range of tournaments and 


rules, and suddenly out pops a whole 
evening’s entertainment. Where once 

there was only a blank disk. 

BANSHEE 

f love games that remind me of the 
early to mld-SGs, when games were 
games and we loved them for it. ban- 
shee on the CD32 leaps back in time 
to the days of T 942. piloting a small 
prop fighter in a one- or two -man 
war against the ground and airborne 
aliens. It's got souped-up graphics, a 
s ton king soundtrack and a really 
smooth tvvo- player mode. 1 Bang rn a 
couple of controllers, and it’s like fop 
Gun all over again (but without the 
sick down th<^ back of the telly). I tell 
you, when Susie from Core delivered 
this baby into my waiting hangar, it 
was like man and CD32 joy pad in p 
well, as near to perfect harmony as 
you can get with one of those horri- 
ble plasticky things. 

BENEFACTOR 

Old Ben E Factor never quite got the 
recognition he deserved, except in 
The One. despite coming from a gag- 
gle of programmers with a pedigree 
stretching back to the kiTIfer combo 
Pinbafi Dreams and fanfares, Every- 
body believed in it, until review time 
when the press turned its collective 
back and shunted the poor game, 
sobbing, into the siding of medi- 
ocrity. Not me, though. It's a slow, 
thoughtful platformer, it's a great 
puzzle game, and it has an enigmatic 
cuteness. Its one downfall is that it 
relies too much on pixel -perfect 
jumping, hut hey, I can live with that. 
If you can too, join me on a Benefac- 
tor crusade, and Set s get the little 
blighter back on the shelves where he 
belongs. 



I'm glad that I was the only one to 
play Theme Park for any length of 
time in The One's office, because I 
really would have got suck of the irri* 
fating ly catchy ditties and the tries of 
'Aww, look at his little balloon' every 
five minutes. Honestly, l was like a 
child with a new toy (a fitting 
description, actually), but I'm over it 
now. instead I play it at home, rather 


RETRO T H I 


N G 



than in the office -^because I'm now 
the proud possessor of Thome Park 
A50(b an even greater technical 
achievement than the original. Arid 
what gets me is that it runs faster 
than the A 1200 one did 1 One of the 
very few grimes ! still play, months 
after the review — and I can't recom- 
mend it more highly. 

ZONKED! 

It's difficult to describe sharing one's 
hobbies with Harry; but imagine 
working in an office with a strange 
hybrid featuring Or Samuel Johnson, 
Winston Churchill, the Marlboro Man, 
and a mannequin from Millets' win 
dow. See what I mean? All the more 
strange, then, when we shared a lik- 
ing for this little puzzler which spilled 
from the ietterbo* one particularly 
splendid morning And when a game 
arrives unannounced, it's not likely to 
be any good, to he honest. Tve never 
seen Hazza so taken with a game, 
though, and hence the will to suc- 
ceed doubled as we battled wiith 
switches and magnets and huge 
metal rings. This h, indeed, one of my 
favourite things. Er, sorry. 

PIIUBALL ILLUSIONS 

Pintail Fantasies, the game responsi- 
ble for more hours lost in a place of 
work than any other, (except Sensi, 
of course} has at last been succeeded 
by the promise of Multiball, high -res 
screens and three exciting new 
tables. More realistic than a real pin 
table? Well, no - but given that at 
one point t tried to tilt the telly to 
make the ball move, you see that it 
couldn't really get much better. 
Either that, or I’m stupid. Yes. Excuse 
me. I have to go to the toilet now. 

ROAD KILL 

Talk about a game arriving in the 
post completely unannounced and 
then getting put in the CD32 and 
then blowing us all awayl Yes, talk 
about that! RoadkWs like the best 
Chrimho pressy ever; you didn’t ask 
for it, you didn't want it r but by God 
you're going to get it whether you 
like it or not And, er, you will. Give 
all your other CD32 games away to a 
Christmas charity (like the ‘save David 
Pleasance from the gutter' fund), 
because when you get this little 
beauty revving your engines you 
won't want to stop for anything. 
Except, um, sleeping, of course And 
having a bath. Or perhaps some tea. 

MORTAL KO /VI BAT II 

The game which caused all the 
uproar with the moral 1 minority final- 
ly makes it to the Amiga, and 
damned fine it is too. Sure, there's 
blood; certainly, there are scenes of 
gore; but it's equally convincing that 
the clued up kids of today can differ- 
ent i. it r between stabbing, hilling find 
maiming on a screen, and doing it in 


real life. lt J s just plain silly to suggest 
otherwise, I mean, | grew up with 
two older brothers who used to roll 
me down the stairs on a regular 
basis, and just look at me! And they 
never played yory computer games. 
Mind you., they did fall down and 
worship Satan occasionally,. 

RUFF J I\T TUMBLE 

Without a single word of a lie, the 
finest platform game I've ever played. 
Forget the technical wizardry of par- 
allax scrolling, cast qu^rter-ptael 
scrolling from your mind this very 
moment; for t have seen the light, 
and it b Ruff Rodgers. Gorgeous play, 
thumping, pumping, er, rum ping 
music and a cast of enemies that Ray 
Harry hausen would consider pretty 
smart, Let's play a little game; how 
many platformers can you think of 
that really blow the pants oH the 
consoles, and yet are never likely to 
see the light Of day on anything but 
the Amiga? Exactly. Buy this now. 


Little fluff.., right 
up owr alley. 



swos 

Need I say more? Okay, I will then. 
It s like, well, the biggest thing ever, 
really, All the teams in nil the coun- 
tries in all the world r and it even 
walked into mine. Flint, that is, in 
North Wales. Where Ian Rush comes 
fronij if you're Interested, although 
obviously his talent didn't derive 
from growing up in the area, because 
I'm a complete spa z mo when it 
comes to real footy Put a stick of joy 
in front of me., though, load up 51/VOS 
ancf it’ll keep me quiet for hours. 
Maybe that's why Matt and Harry 
keep giving it to me... 


EY! 

Games I slagged, while the PR 
bin keys bragged. 1.1 Prey — Art 
Alien Encounter: the first, and 
worst, game l reviewed for The 
One. 2d Last ACirorr Hero, loose 
ly based on the film, i.e. wood- 
en, 3.) Charlie J Coo I: loosely 
based on a good game. Very 
loosr-Jy. 4.) Batman Returns... 
and then buggers off again, 
pretty sharpish. 5.) Oracufe: it 
sucks. M. 







Whither art thou, my 
bvtty Qdwn Ptlirof? 


ZONKED! 

wc A completely new experience for m 
the this, a puzzle game. The oniy thing 
disliked a boot Zonked! was the mair 
game character a young man cku 
in the uniform of adolescent Am eric 
* a country from which much I ha 1 i- 
. 1 1 1 1 vl I c . 1 1 1 v shallow, morally naive an 
wholly tasteless between a hap, is a 
too frequently imported. Wearim 
baseball caps bade- to- front is not 
t lever, Mr Scousy Psygnosb but ther 


but if an enlightened relative 


Boots 

^ were to slip any of the following lit l don't care it people t 

tie smashers into my festive foot- suck Sensible Soft wan 
warmer, I wouldn't half Ijt -1 sur posed, fact of the matter is 
Pleasantly. Merry Humble I'm a great games are the h-^t ever game-type- 
big grumpy old Hector of-game, to exi-l cm tht> Amiga. AH 

other football games grovel at the 
1C 2 40 foot of i 1 1 l 1 Navi lie Ovonden Midland 

I never at I u ally play eel K240 which. Combination, while Semi struts its 
Intere st ugly, I io a r s t h o sa me s e rial tiny stuff a t t h e he a d of th e Prem i e r 
number as my modern translation of League l may not be very good at 

S reetings little kindlings When Magrui Cartel (available from all good this game, but by Brian Ctttie I want 

I | beamed down to The Planet HMS0-) It was the first gameoid, to be, and anyone who is sad enough these days t s pose the odd 

One (with a bang a flash and however, about which I remember to program an All Time Villains team Yankee lickspittle on your napkin is 

whiff of Wright s Coal Tar soap} thinking, Sirrah, J wouldn't miod get- (Gary Shaw. Gary Shaw. Gary Shaw} preferable to the great gl.sten.ng 

im the kittenish portal- of the Star- ting my hands around your asteroids into their personal ropy, deserves to gobbets of green euro-phlegm whi* 
ip Old Bugger six months (or so} m y sweeting!' And so t pestered Matt improve enough to beat all comers in drop into our laps courtesy o Qur 
,o I confess that I thought all com for ages with loopy suggestion- the next World Cup. Well, Andy any partners in Brussels. Totally brilliant 
der games were dungballs from the about which mineral- to mine, where way. 5VVOS looks better than the new game by I he way, and a ref reshmqi * 
ivil s own doggy demote, Now, af aliens were likely to attack, how to Holte End by the by, my lumpkins, tangy change after The Daily Tele 
xjrse, my views have modified keep his people happy etc etc, This is Brt0 vuc graph crosv.voio 

,unkiiLi3( 'iri. r I I B *’1 h JJS H.CS ft til I '■ hpr^Li^r J am a sad old ci it who per- I HC HER 


T. y™ing 'Contact ! p you may 

L — E3 — it Ww# 'MI vmfl5 h the box, but you'll be in for 

PGA TOUR hours packed with barrel-rolling inci- 

A bit difficult to swallow this (the dent, you would-be 'terror ai the 

skies', you. 


I am pretty hopeless. manual sticks in your gullet), bul Pi* A 
i^ntc of crap games is a brilliant multi-player yame that 
lace doesn't bother the whole family will treasure from 
is there is no reason the depths of a porridge brained 
es should exist in the Scots man r through the desires of 
I'H prove to be most daggle breath d orthodontist'*,, 
ou lot. Indeed, it is comes 3 game for you to begin 
ly that good games wobbling the mock- 
jp the minority of tudor ladders of 
it bad games should so<*..il -climbing suburb ia r 
Think about it: most er with. PGA Euro Tour is 
s, most books, and a revolutionary force that 
e generally a c know I- will change the social fabric of a 
ter tripe and M stuff nation oi sporting snobs. Gobbled e- 
^arfy, Edwina Currie's gook. and more's the pity, but PGA is 
nd Take That's er, the perfect way to wile away the 
nkle from the top of stodgy afternoon between Christmas 
trees, it should come lunch and the turkey & bread -sauce 
lat a wobble- bottom butties (Branston optional) — partic- 
can squat hatefully ularly if it's a toss-up between Irtdb produ 
chart for months on Janes and Chtity i hitty B^ng- silken 

rs elves no favours if Bi/ig on the telly again. and If 


WELCOME TO 
UNCLE HARRY'S 
HELL FI RE GROTTO 

Hi, come in. Have a wander 
round Tone h , -i f you da re. 
There** the mind nurribingly 
tniiQLis Imp&iiihtp Mteiion 
2025, which won my Game 
Which Look* and Pl^ys Most 
Like a Car Park Award. Look, 
there's Pinin'*. which is unfortu- 
nately still covered in fairy 
vomit; mind you don't slip .md 
fall into the boiling lava pool. 
Behind that big stalagmite 
you'll find Etitv r but don't wake 
it up r it'll bore you to death . 
with A Story about how it once 
glimpsed this purple shaped 
thing in spae^, which may or 
may not have been An Enemy 
Thing and he was just going to 
ask it when Vram! it sodded -off 
ten eve-r, 





Mortal Kombah Vi rain :■» 


Jetstrike: Rasnulm 84 


Gen^sia:: Mmcbcapo SB% 


Zool ? Gremlin 90% 

T2: I Arc udu Game: Virgin ■ 

L.imbor glum: Titus B 3 % ^ 


Microcosm! Psyqnosis 86% afl 


CovmK Spearhead: Codomast era 44% 


Skidmarks; Ac id 


Fury of the Furrier Mindscaoe 90 1-1 


'Alio, 'Alio: Alternative 45% 


Bubba H iV Stvx: Coro 91% 


Coot Spot: Virrjpn R4% 

Fat M.ht Black Legend! 57% 

The I ahurinth nf Tint*’ FA R1 % 


Brian the lion: Fsyqnosb 82 % 

tornado: Dig ital int-pg ratio n 43% 
Seek a Pc-strov: Mind scape 78% 


Pirates! Gold: MicroPro so 79% 


Miie I strom: Empire 60% a&. 


n 2: Empire BQ% 


Mean Streets: Flair 23% 


V 1 : Domark 90% 


Goblins 3: CokUdVision 80% 

Castles 2: Interplay 54% 


s .mtastJc Diz^v: Codemasters 


Simon i In- Snrteror: Ad venture So It 


Puggsy: Psyqnosis 90% 

Champ. Manager Italia: Jot clck 89% 
Super Methane Bros: Apache 76% 


The Ryder Cup: Qc earn 79% 

Batman Returns. Gametek 29%^ 
Innocent until Caught: Psyqhosis 19 % j 


Doofus Kompart 53% 


Winter Olympics: US Gold 55% 


When Two Worlds War. Impressions 


Tube Warners: Dyn L ibitB 2 1 11 .: 


Sna p | ) g ra zzi : Al 1 er n a l ive 5 8 
Drat u Lit Rsvanoe 1 , 41% 


Dark mere: Core 82% 

Muzzy. Hoi bourn 4 3 % 

M .m Utd Prr-m L q Ch.: KrisaliS 80% 


Statix/Mega Motion: Black Legend 

86% ft 64’ ■, 

fly Ha rd t ■ r K rrsal i s 8 3% 


Naughty Ones: Kompart 72% 


Prey: Al mat h era 1 7% 


Monopoly! Supervision 7 5% 


Bubbled Saueak: Audiooc-nk 83% I 


Legacy of Sorasil: Gremlin 74 


The Blue & The Grey: Impressions 


Heimd.ill /■ Core 90 




JULY 


AUGUST 


K24Q: Gremlin 90% 


Total Carnage: ICE 42% 


Armour-Geddon H Pwgnosi* 86% 


A read e Fool: Team 17 82% 


King S Quest VI: Sierra 84 % 


Ultimate Body Stows: Team 17 81% 


Mr Nutz; Ocean 77% 


Stable Masters: ESP 48% 


AcocalvDs-e Virgin 81% 


t If mania: Renegade 91% 


Cliff hanger: Psygnosas 21% 


Va I h a I la : Vu lea n Software R 1 % 


Bump H iV Burn: Grand slam 90% 


Tactical Manager: Kompart 80% 


Benefactor: Psy gnosis 85% 


Last Action 'Hero: Psvqnosis 8% 


Sierra Soccer: Sierra 83% 


Switch quiz: Switch soft 66% 


s r n' Treasures: Knsalis 79% 


James Pond 3: Millennium 90% 


Out To Lunch: Mind sc ape 90% 


Surf Manias: Microvalue 27% 


Wembley Int Soc,: Audiogenic 59% 


Quik; Titus 


Ult. Pinball Quest: infogrames 53% 


Imp. Mission 202 5: MicroPros^ 70% 


The Inc. Crash Dummies: Virgin 79% 


Summer Qlymui^c: Flair 7 7% 


Bftrishee: Core 89% 


Ruff 'n* Tumble: Renegade 91% 


Cup Soccer: Millennium 81%. 


Wrecked: Health wise 40% 


Emmre Soccer" fcmnire 69% 


Vital Light: Millennium 81 


Putty Squad: System 3 90% 


Crick el Masters;; ESP 55% 


Kick Off 3- Anco 64% 


Bum Time: Korn part 59% 


Clock wiser Rasoutin 76% 


Kid Chaos: Ocean 87% 


OCTOBER 


NOVEMBER 


Universe: Core 87 % 


World CUp USA "94: US Gold 35 a /: 


D-Day: Impressions 72% 


Theme Park: Bullfrog 92% 


Gulp!: Ice 68% 

Stafford. MicroPros^ 56% 


Aladdin: Virgin 90% 


Football Glory: Black Legend 74% 
Bubble Gun: D^e 38% 


Cannon Fodder 2: Virgin 85% 


Fields of GFory: MicroProse 77% 


PGA Euro Golf- Ocean 88% 





Pinkie; Millennium 81% 


fiutjby League : Coach; Audiogenic Cry sta[ Dragon^ Black Legend 90% 


70% 

Guardian; Acid Software B8% 


Emoryo E ack Legend 8V‘. 
LTD. MicroProse 89% 


Robinson's Requiem: Silmai K 81% Super Stardust: Team 17 90% 


Zonkedi: F^ygnosis 85% 

Charlie- J Cool: 43% 

Fifa International Sorter: EA 87% 


Jung Fe Strike: Ocean 86% _ 

Lord!? of the Realm: Impressions 84% 
Premier Manager 3 Gremlin 87% 


THOSE AMAZING 

STATISTICS 


*This December the Average score 
for a game was an amazing 
*in March it was a doleful 63% ! 
*The softie with the highest aver- 
age* mark was Renege die with 91%. 
But they only rleased two games, 
Ruff and Effrvarua. And both scored 
91%, So that wasn't too hard. 

■The softie with the lowest av. 
score wa s Aim at h era with 17%! The 
sn.ig statistically speaking, is that 
they only n leased one game. Prey, 
Christ, it was arse. 

* ThiL is the second time in two 
years we've done this giving us an 
average score of 109% year-on year 
*VAT on Fuel is 1 00% larceny. 


Detroit: Impressions 78% 

Cfub Football: Imagine Home 4 Cl 

Reunion; GrandsLam 80% 

Graham Gooch: Audiogenic 78% 

Top Gear 2: Gremlin 74% 

Standard Deviation: CoS oft 62% 
Lltil Divil. Gremlin 74% 
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Seek & Rest toy: Mind scape 78% 
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Winter QJympict: US Gold 55% 
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f ll m.mi.’i: Renegade 91% 


K240;: Gremlin 90% 


OljI To Lunch: Mind sc ripe 90 


Cliff hanger 1 Psy gnosis 21% 


Suii Mini as: Micmvalue 27H. 


Wild Cup Soccer: Millennium 81% 


Armotir-Geddon II: Psyqnosis 86% Valhalla: Vukom Software 51'. 


Wembley Int Soc.: Audiogenic 59% Wrecked Health wise 40% 


Arcade Pool: Team 17 82% 


Bump r n r Burn: Grand slam 90%. 


Quik: Titus 80 


Tactical Manager: Kompart 80% 
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Mr Mutz: Ocean 77^ 
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Stable Masters: ESP 48 1 . 
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Switch quiz: Switch soft 66% 


Banshee: Core 89% 
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Kid Chaos: Ocean 87% 
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Aladdin: Virgin 9G% 


Cannon Fodder 2: Virgin 85% 


Footh.- I Ci lory Black Legend 74% Fields of Glory: MicmProse 77 


Stafford: MicmProse 56% 


Bubble Gun: Daze 38% 


PGA Euro Golf. Ocean 88% 


Pinkie: .Millennium 81% 


Detroit: Impressions 78% 


Coach: Audiogenic Crystal Dragon: Black Legend 90 s , 


Club Football: Imagine Home 9 0 1 


Embryo: Black Legend 81% 


Reunion: Grandslarn BD cl .r» Guardian; Add Software 88% UFO: MicroProse 89% 
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Charlie J Cool; 43% Loic=s of the Realm: Impressions 34% 

Fif a International Soccer: E A 87% Premier Manager 3 Gremlin 87%. 


I Divrl: Gremlin 74 % 


Morton Str Back: Conf. Pelican 80 % 


Zeewolf ; Binary Asylum 80% 


THE HIGHEST SCORE IN r 94 


♦This Uecember the average scare 
tor a grime was ati amazing 8 5 % \ 

-In- March it was a doleful 
•The softie with the highest aver- 
age mark was Renegade with 91%. 
But they only rle*sed two games, 
Ruff and Eifmama. And both scored 
31%. So that wasn't too hard. 

+ Thf softie With the lowest au. 
score was Almatbera with 17%! The 
snag, statistically speaking, is that 
they cnly released one game. Prey. 
Christ, it was arse. 

♦This is the second time in two 
years we've done this giving us an 
average store of 100 % year-on -year. 
* VAI on Fuel is 1 00 % larceny. j 








UPDATES.. .UPDA 

Updates! Updates! Updates! Yes, as the festivities come to a bulging head. Matt, Andy, 
and The Kids From Fame bring you the latest in CD32 and A1200 remakes. Go on Bruno 
— tickle them ivories. Dance Leroy, dance! 

MARVIN'S MARVELLOUS ADVENTURE 


CD32 • 21st Century 

I 'm a bit disappointed folks. Mot 
by the game, incidentally. Oh no, 
I actually think Marvin is a very 
good platformer, it's just that origi- 
nally I was going to do the main 
review for the issue, and having 
played about with some early test 
versions of the game on CQ32 was 
ready to turn up the volume and J get 
down' to the funky dance sounds, 
Unfortunately, the designers decided 
to pull out what had been the main 

An apple a day keeps the cute little 
fella up a tree. 


I £29.99 

game tune, and use that in the intro 
sequence, substituting a more cute, 
almost Erasure like thing for the first 
levels. I must say that this is nowhere 
as good as the way things were orig- 
inally, but there you go! Bad call. 
Anyway... 

I ve homed in on the music here, 
because side by side with the A 1200 
version, there aren't really that many 
changes apart from the groovy tracks 
that accompany the play. There are a 
number of tunes, and though they 
tend to just cut out suddenly rather 


than implement any sort of fade, 
they're all pretty good (and can be 
listened to on a standard CD player. 
If you're really sad. obviously). Anoth- 
er missing moment from the test ver- 
sion is the blinding guitar riff and 
"Marvel I ousT' shout that burst forth 
at the end of each level. Once again, 
| r m afraid to report that it's been 
replaced by a simple 



cutesy plink-a-plonk-a. Shame (v, 
those tears away r young man 
Harry). 

The only other point to be rah- 
with the CD32 version is the diffa 
ence it makes to the Instinctivene 
of the play using the joypad. 21 J 
Century deserve a large saucer fu :r 
milk and bread for having m 
aged to make things a 
as easy as possi b 
with all of the va~- 
ous moves hav-: 
a button of ther 
own. Er... wel 
done. 

So it has U 
be said that 
other tha- 
the abovt 
m e n t id n t s 
features, if 
all pretty mur 
like that fat* 
Muttall fella said o‘ 
page 46, with olo 
fashioned but dece - 
platform fun to be found a 
over the shop. Definitely one of ths 
better 'true' platform games to ha v * 
appeared on the CD32 to date, [M| 

OVERALL: 83° 



BUBBLE AND SQUEAK 

A500 # Audiogenic • £25.99 


ut at least, thank god, some 
angel of mercy prevented 
Audiogenic from calling it 
Bubble 'n r Squeak. Because then 
there really would have been trouble. 

Bubble and Squeak, as the erst- 
while Mr Byron (or, at least, Mr Byron 
the erstwhile editor — Haz.) so elo- 
quently pointed out, follows a rather 
similar storyline to Buhta 'n' Sb* — 
a game which the angels of mercy 
overlooked, obv. Bubble, the brains 
of the duet, is a little boy. Squeak is 
blue and furry, possessing about as 
much brains as said Stix, or indeed a 
stick, and hence has to be molly-cod- 
dled around like a sheepdog, er* 
rounding up sheep. And that's the 
basis for this theoretically simple, but 
practically brain- taxing and frustrat- 
ing puzzler. 

This A5G0 conversion is identical 
in all respects to the previous A12GG 
game, save for the graphics which 
are slightly more pastelly with fewer 
colours. But it's not that noticeable, 
and certainly doesn't detract from 
an otherwise enjoyable romp, 

I The box blurb quite rightly 


bleats, that it's a platform game, a 
puzzle game and a shoot- 'em-up 
rolled into one, The platfor- 
mular bits come from 
leading Squeak 
around the purple 
knobbly land- 
scape, the puz- 
zles stem from 
Squeak's inher- 
ent thickness, 
and his stub- 
bornly refusing 
to Jump at cer- 
tain points. 

I might mention, 
at this point, that his 
stubbornness bugs me. 

It's like dragging around an 
unwilling dog on its leash, because 
while Squeak is usually very good at 
walking to heel, he sometimes refus- 
es to jump to even the shortest gap, 
And when he does, you know there's 
a puzzle looming. 

There are shoot- 'em -up parts, inci- 
dentally, but they come when you 

.turning until both sides ar# crimpy. 
Serve and imothtr in brown saute. 


collect a submarine token, sending 
you to a horizontally-scrolling under- 
water scene to shoot some fish and, 
er, the evil Kat-o-Nine-Tails. The old 
game Nebulus had something slmi- 

Take some cold mashed 
potatoes, cooked cab- 
bage, car rots and 
onions, and fry in 
a little oil... 


lar, if you remember. 

Bubble and Squeak won't win ar 
awards for brilliance, but it's gc 
good, solid puzzles, decent graphics 
and a nice shooty bit to give you 
brain a rest. It's been out for a whi « 
on the A12D0, but this new versior 
will keep the A5/60G -owning kici 
happy at Christmas. [ANJ 

OVERALL: 84% 
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T hough Hump 'A/' Burn is a 
welcome addition to the 
ever-growing CD32 library, 
having received Roadkill, a won- 
drous example of how good racing 
games can be, it has to be said that 
the old Bumpster now comes over as 
a bit lacking as far as a CD product 
goes. Sniff. 

As far as new features go, you 
now have a different theme tunes 
for each track, some being okay-ish 
decent to drive to, some being 
extreme crap of the highest order. 
Before each track type you're also, 
er P treated, tq a J wacky commenta- 
tor voice over, telling you about the 
dangers of the next race and trying 
to be funny. I'm 'reliably informed r 
that the actual actor used is very 
good (the star pf the CD Dream Web 
apparently) — it r s just the script 
that's pap. All i know is 
that it F s all very 
embarrassing, and 
the sort of thing 
you want to 
avoid at all 
costs. 

Other than 
that, the game 
certainly prof- 
its from the CD 
as far as speed 
of play, and by 
that I’m really talk- 
ing about the amount 
of time that was spent 
disk swapping in the floppy 
original. There's also the addition of 
the joypad buttons to think about, 
which, though not really making 
things any easier than the joystick 
was (Le, it was never a problem), do 
give you a more in control' feeling 
— activating power-ups and firing 
weapons etc, 

So p apart from CD musk (which is 
poor and annoying — Harry.) things 
are much the same as before, and 

Red sky at night and, look, the sheep 

an all 


Pin II over Mavis, love, I want to take 
a leak behind! that apple. 

though Hump V Hum won't knock 
your pants off, it's the closest thing 
we’ve got to jfWario Karts. Of course, 
as far as I'm concerned, there's no 
real reason to play this now that I've 
got Roadkill (Have I mentioned that 
game before?) [MBl 

OVERALL: 82% 
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"Curiouser and 
curiouser," 
thought Alice 
as her fringe 
enveloped 
the verger. 


V ital Light . And what could be 
more vital than light, I ask? 
The green of the grass, the 
glint of a tear in a small child's eye, 
the very fire of life itself. And the 
thing that stops us from bumping 
into things, of course. As it happens, 
this puzzle game from Millennium is 
not vital* It iis, however, almost nec- 
ess a ry in a 
Fetr /5-esq ue 
kind of way, 
having had a 
shortage of 
Tetris games on 
the Amiga, 

Since, er, Tetris. 

But unlike the 
console Fetr/s- 
variants 
Columns, Super 
Tetris et a I, Vital 
Light moves suf- 
ficiently away 
from actually 'being' Tetris to be 
classed in a genre of its own. This 
'new' genre could be called r Space 
Invaders crossed with Tetris* r if you 
like, because that's exactly what it is. 

A small metallic disc, adorned with 
the colours of the spectrum, floats 
horizontally at the bottom of the 


'loo bad she won't live, hut then 
again, who does'. 

screen under your control* Hit fire 
and a burst of light, coloured 
depending on the orientation of the 
disc, shoots skywards up the tube 
towards a bunch of marauding, 
square aliens. 

The aliens attack in groups of two 


Choose from any one of the exciting 
heads shown. 

or more, each of a different colour 
to the chap next to him. Shoot one 
and he'll change in hue — and if he 
matches his friend, they will both 
explode. Some of the aliens like to 
form In huge squadrons of ten or 
more, so they survive for longer and, 
hopefully, make it to the bottom of 
the screen and fulfil their ultimate 
aim: to destroy you., 

Of course, your spinning disc is 
well up to the challenge, as long as 
you're not colourblind and your 
brain can handle more than one but- 
ton at a time on the joypad. The 
speed and complexity of the alien 
formations increases as you get on 
in the game, testing the well- 
designed control method, and other 
sundry aliens float about as both a 
decoy and a few welcome points for 
a quick bag. it's not an instantly- 
appealing game, but the bright 
graphics, sampled voices and catchy 
title music mean once you become 
hooked you 'IF find yourself going 
back to it again and again. 

OVERALL: 81% 


BUMP 'N' BURN VITAL LIGHT 

CD32 • Grandslam • £29.99 CD32 • Millennium • £29.99 












To I .in d thfl shuttle, simply pres* the grey buUan 




Why not warm the cockles of your Amiga's drive with some cheap and oh -so -cheerful 
games this Michaelmas? Allow Matt and Harry to poke through the embers and stoke up 
a fire in your pocket that will never go out. 

DOGFIGHT 


I f games were made to go to 
school, Shu ft/e would be the 
class swot. While Ruff W Fum- 
hle sat at the back throwing, ink 
pellets, farting and to 

put off Mt Rants the maths teach- 
er, and the other pupils tried to 
impress Gem-X by staging mock 
fights, Shuttle would be sat right 
at the front, doing its homework 
and asking all the right questions. 

You see, on paper, S/iiitffe 
would get a little gold star. It 
accurately simulates one of 
NASA's pride and joy, and allows 
you to take the beast on test 
flights and up into space with a 
series of set missions. But 
although the game would pass all 
its A- Levels, it would be crap at 
football* because It is, quite sim- 
ply, utterly, utterly unplayable. 
Utterly, 

The fact of the matter is, space 
shuttles aren't the kind of things 
you or I could handle in real life, 
so for a simulation to be any fun 
It would; have to be drastically 
simplified. But Shuttle isn't. There 
are more dials and gauges in this 
game than all the other 
flight si ms put together. 

And that# for me, doesn't 
make the thing entertaining 
— which is the point of a game 
in the first place. 

Nope, you'd be better off play- 
ing a manual — that's the most 
accurate analogy fc can come up 
with, .And the pretty-but-slow 3D 
graphics engine doesn't help, 


v 


So the programmers should get a 
pat of the back for being so clever 
and cramming an entire shuttle 
onto a couple of floppies. Gut a 
smack in the gob for being smart- 
r"s rses and missing the point entire- 
ly, The old Dragon 32 game I played 
as a kid was much more fun. [MB] 


OVER A L L 


48 % 


M icro Prose's year-old game 
is a straightforward beat- 
'em-up with one subtle 
difference; the combatants are ugly 
women. With six gruesome bitches 
to wrestle with, and a variety of spe- 
cial moves art your disposal, it's your 
job to rearrange the faces of people 
you wouldn't consider snogging 
even if if was for a slice of Dairylea. 

Actually, that r s a lie — but it's a 
damn sight more interesting than the 
real game which is, to put it bluntly, 
crap. Even at this price. 

The idea behind it is interesting 
enough. Twelve planes have been 
plucked from history for you to get 
to grips with. There are a variety of 
missions to tackle, each historically 
accurate (or so it says here), and each 
suitably different enough to warrant 
inclusion. Spitfires, MiQs and other 
much-loved aircraft can be flown, 
and each supposedly handles as it 
would in real life. 

But by far the area with the most 


potential is the 
What If?' section 
which allows you 
to taken on any of the 12 aircraft in 
another of your choosing. So, a WW2 
plane could be pitched against a 
super-modern aircraft, and the 
results are sometimes surprising. 

Okay, so far so good. But where- 
as Dogfight should be an airborne 
scrap the likes of which we've never 
experienced before , it actually turns 
out to be very dull- The 3D routine 
is substandard compared to Micro - 
Prose's other sims, and the action 
itself amounts to little more than lin- 
ing Up a few pixels in a cross-hair A 
real missed opportunity, sadly. (HA] 


57 % 


P'jji 


Squad £14,99 




W ith Overlord falling smack 
bang into the category 
marked 'Pretty Good% it 
comes as some surprise to find that 
the flight sim Rowan Software cre- 
ated previously is a damn sight bet- 
ter, and now even cheaper. 

It's back to the days of the 
Battle of Britain,, where 
the War was 
decide purely by 
the pilots' 

rage and not by 
4io had the best 
lock-on facility 


and the most intelligent missiles. 
You can play on the good side (the 
British — obv.) or the bad side (the 
Germans — bool) and take part in 
simple one-off missions or the 
entire campaign. Strategy buffs can 
even play a bigger part in the 
deployment of reserve planes to the 
different airports over the country, 
but it's all pretty basic stuff and not 
worth bothering with unless you've 
got no friends and lots of spots. 

The 3D routines stand up sur* 
pri singly well to today's flight sims. 
On an AGQG it chugs along nicely, 


but on an A12QG it's positively 
beautiful and the shading and shad- 
ows give such depth to the various 
views that its hard to believe that 
the game is almost two years old. 
In fact, I'd go so far as to say that 
Reach For the Skies is the third best 
flight sim on the Amiga. If you J ve 
played Knights of the Sky to death, 
and Combat Air Pa trol is a little too 
modem for you then this is certain- 
ly well worth a few quid or 15. [HA]. 


88 % 
















PGA TOUR GOLF PLU 

Hit Squad £1 4*99 
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bKJVE 


Luminous prints dry 


a goJfing temptation 
to- be avoided! 


HOLE. 0 FAR 3 
STROKE 1 

OISTwNCE: £42 W5, 
CLUE: DRIVER 


I t's come to my attention that 
some software companies scour 
reviews for small quotes they can 
stick on the back of a game's box as 
some kind of unofficial endorse- 
ment. With this in mind, I have the 
following to say: This is the best golf 
game there is... excellent. 

Oh. Glancing at the bottom of 
PGA four Goff's new budget pack- 
aging reveals that some former col- 
league has got there first and 
uttered the exact same phrase 
(which is why \ said it too it was a 
joke* you see). Surely this is mislead- 
ing. By my reckoning, the game is 
over four years old, and the quote 
probably isn't valid any more. After 
all* everyone knows the best golf 
game is PGA Euro Goff. 

Still, if you haven't got the cash 
to snap up the more polished ver- 
sion, now's your chance to pick up a 
little slice of gaming history with the 
added bonus of three additional 


courses for a more than reasonable 
price. Yum! 

PGA Tour Golf is simple stuff. The 
interface is clear and intuitive, but 
not so intelligent it does all the work 
for you (a problem that plagued 
Ocean's 'Winona* Hyder Cup Golf), 
The graphics, too, are pretty basic, 
but that's no bad thing as many golf 
games — and Micro-Prose's springs 
to mind here — have been too ambi- 
tious with the visuals and slowed the 
whole thing down. Nope, PGA Tour 
relies purely on playability. Which h 
what makes it so excellent. 

At this price you'd be daft to miss 
PGA Tour Goff. Since its new appear- 
ance, it's certainly had us hooked 
and even on some occasions more 
participants than a league of 5 1/1/05 . 
And you can't recommend some- 
thing more highly than that, [HA] 
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Giv* Pick up Us* 
Omn ,ook et push 
Clos* Talk to ill 


I challenge Anrseka to 
completely re build 
th«? town- of 
Trondheim. With her 
bottom. 


■ BK M hat on Earth is the world 

■ flIV coming to — almost 17 
V mm quid for a budget game? 

Blimey, In my time full-price games 
cost less than a tenner, and the bud- 
get classics were £2 99, And they 
were better than this modern rub- 
bish you lot cal! 'entertainment'. 

In honesty, they weren't. And 
£1 6.99 for what remains one of the 
best graphic adventures on the 


Amiga is not a bad deal, especially 
when you consider that it comes on 
11 disks — surely a record for a 
game this price. 

Following on almost directly 
from the original, Monkey f stood 2 
is bigger and better in every way 
than its predecessor (which, for the 
fecord r came on only four disks). 
Once again Guy brush Three p wood 
is the hero of the tale, and once 


again the evil pirate leChuck is 
causing all the problems — only this 
time the fiend is a ghost! 

Although the disk accessing is 
somet i ru e s frustr ati ng, Monkey 
Island 2 is almost perfect. With the 
recent glut of graphic adventures, 
I was expecting to find that this 
Lucas Arts classic a touch dated, but 
if you made the user- interface a bit 
more intelligent this could be 


released today at full -price. 

With imaginative puirles, a 
choice of difficulty levels and 
humour in abundance, Monkey 
fstond 2 is the perfect game to wile 
away those Win ter y evenings. The 
message here is simple: if you don't 
get it, you're a complete spaz. [MB]. 
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A nice little software prize, in 
the shape of our copy of 
this very game, to the clever 
reader who can tell me which giant 
of Be*bop (that's a kind of jazz, pop 
addicts) wrote the memorable tune, 
entitled 'A-Trainl Got that? Okay. 

God games, though, They're great 
aren't they? I mean, I like nothing 
better than to look down on the rest 
of you buggers from atop Mt. Olym- 
pus, a-dabblin' in your affairs, a- 
stealin’ your girlfriends and general- 
ly metamorphosising into interesting 
waders, including, on one memo- 
rable occasion, a spoonbill 

No but seriously, when a game's 
got a Maxis pedigree, then the gods 
themselves do tremble. And A-Train 
was a particularly cunning attempt 
to steal the sacred Signal Box of 
Dreams from Hornbius, god of rail- 
ways,, because unlike the company's 
previous offerings, it didn't have the 
word 'Sim' in the title— which was 
odd, because that's exactly what it 
was. Crazy-bonkers, eh? 

When A-Train was released, it 
went buffer to buffer with Micro- 
prose's Railroad Tycoon t and won. 
It's been out on budget afore, (The 
Hit Squad wanted £17,99) but this 
time it's Maxis itself which has re- 
released the old choo-choo, (at a 
plumb loco £14.99) to co incide with 
the second (or is it the third?) com- 
ing of several other things which It 
has but newly- budgetised under the 
Sim Classic 1 label to capitalise, no 
doubt, with the release of 5f r m City 
2000 on the Amiga (see our review 


on page 60). But this time you also 
get a free two disks-worth of the A- 
Tra/n Construcff'on Set, which allows 
you to edit your terrain as well as 
your trains, instead of just sticking 
to the set game scenarios. 

$o what's it all about? A-Train 
combines the classic, er,.. Sim Clas- 
sic business of masterminding a 
metropolis, with the creation of a 
transport system (the trains bit) and 
financial wheelin' and dealirt' on a 
stock exchange. The game scenario 
is that at some time in the not-too- 
distant future li e. next week, prob-), 
the transport system has encoun- 
tered 'smell-lock', and no-one can 
move for all the pollution and stuff. 
Governments act and ban the use of 
all vehicles which rely on the infer- 
nal combustion engine,, leaving the 
railways with an effective monopoly. 
In short, politics fans, John Prescott's 
dreams have come true — or have 
they? * Cos what remains, John, is 
not a nice big state monopoly, but a 
commercial free-for-all in which you 
endeavour to emerge as Isambard 
Kingdom Brunei rather than good oV 
Casey Jones, who though undeni- 
ably fab at a 'steamin and a rollin', 
couldn't add-up for toffee, and 
never wore a pin -stripe. 

A-Tratn is hard; not in the sense 
of punching someone lots and hav- 
ing eye-catching tattoos, but in the 
sense of 'a bit of a bugger to win at'. 
Ah, but then who said it was easy 
being immortal? [HA], 



hen a third- 
party publisher 
decides to 
release a compilation, it is 
usually forced to take a 
package from another 
software house and 
therefore inevitably to 
^ "7* com prise with a m i xture of 
A and B- grade titles. Thus, 
the comments from many 
reviewers tend to read: "Gener- 
ally a good compilation, but only 
really worth buying if you haven't 
got so-and-so/' 

Well, 1 can firmly state that this 
Beau Jolly release breaks all the 
rules. In fact, I'd go so far as to 
declare Stthe best compilation I've 
ever come across, and one that’s 
worth buying even if you have 
three out of the four titles includ- 
ed. Wow, eh? 

Let's kick off with the 'weakest' 
of the bunch — a game that's still 
worth the 04 percent we gave it a 
year ago- Converted from the pop- 
ular Williams coin-dp, T2- The 
Arcade Game is a shoot-'em-up 
very much in the Operation Wolf 
mode. Split into several distinct 
and taxing missions, it's your job 
to stop the rampaging Terminators 
from travelling back in time and 
taking out John Connor (who, as 
fans of the film will know, is des- 
tined to become mankind's saviour 
after the nasty machines take over 
the Earth). 

Converted by Probe, who with 
this and Mortal Kombat proved 
that it was possible to convert a 
decent arcade game to the Amiga 
with a negligible loss of quality, 
T2: The Arcade Game is an enjoy- 
able blast. The graphics are finely 
polished and the musk and sound 
effects help drive the game on 
nicely. But it's the relentless non- 
stop action that really grips, with 
only experienced gamers standing 
a chance of getting very far. 

Next comes The Chaos Engine i 
arguably the best top-down shoot - 


# em-up the Amiga has ever seen. 
Presented with the now-obligato- 
ry Bitmap Brothers spit and polish, 
the game places you and a second 
player (either computer- or 
human-controlled) in a series of 
puzzle- based missions, where 
secret rooms and hidden areas are 
an integral part of the action, 
rather than superfluous fillers. 

I reckon chubby Dave Upchurch 
under- rated this when he first 
appraised it, as its score should 
have been at least well into the 
90s. And it's still tops oven today. 

Cannon Fodder 2 has just been 
released, but in honesty this pre- 
quel is slightly better mainly 
because the missions aren’t any- 
where near as hard. A set number 
of troops are at your disposal and 
if s your job to take out any enemy 
soldiers, buildings and vehicles 
using machine guns, grenades and 
anything else you can lay your 
hands on, A year on, this still 
remains one of the best arcade 
games on the Amiga. 

Sitting alongside these three 
shoot-'em-ups is The Settlers, Blue 
Byte's enchanting god game. And 
— yes? — it's the best of its genre, 
mainly because it's so damn cute. 
Once you've constructed a few 
buildings, it's hard not to sit back 
from your monitor and marvel at 
the fully-functioning community. 
Fishermen, woodcutters, foresters, 
knights... all these and more can 
be found in the game, and each 
has individual traits that dictate 
how they go about their business. 

At £34*99, this Beau Jolly com- 
pilation (which, interestingly, has 
no name) h a b II millin' bargain. 
Every single one of the games 
included is one of the top games 
on the Amiga, and even if you're 
missing only two, l + d advise you to 
part with the cash. [MB]. 
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GENERAL TIPS 


T — | here's only one real way to you 11 find it difficult, but start on 

become an expert at Sion one and just try flying around - 
Zee wolf and that"* to landscape for half an hour and 
become proficient at the mouse you'll be surprised jusi 
control. Although the joystick how satisfying it a* 
method is perfectly fine for becomes, 
beginners, once the missions Even when you are pro- ™ 
start getting real tough (from fidentwith Ihe mouse you'll 
mission 1 2 onwards) the joy- find that landing without a 
stick doesn't react quickly bump can be difficult, so try * 
enough to get you out of this little tip: when you're 
trouble. ready to land, drop your land- * 

Ihe mouse control is kig gear and then press CTFSJ- to 
actually not that difficult, juM switch to joystick control — the 
remember to use very small autopilot now kicks in and you'll La 
movements,. Don't imagine perfectly every time. When you're reac 
you're sat in the cockpit of the to take off again, simply raise your g-^ 
helicopter when you're fly- and when you're dear of the grour 


inq, imagine you're sort of 
controlling it by remote 
control (which you are 
after all). Don't bother 
messing about with 
the throttle (right but- - 
ton) when you first start, just 
spend some time getting used 
to how the Zee wolf reacts 
when you move the mouse. 
Remember that the Zee wolf 
designed to react a bit like i 
a real helicopter just N J 


because you’ve moved the 
mouse don't expect an 1 
immediate change of / 
i direction, there's inertia r 


press CTRL aqain to return to mcm 
control 

Vultures (eneirfc 
attack helicopters) ta- 
two AAMs to dovr 
whereas all the oth 
enemy aircraft take or 
Mantis (Anti Aircra - 
Artillery) also take tw 
^ A AMs to destroy,, ar 

Cobras only take one. 

I Use your full range. Ill 

enemy installations have th- 
IT sa me ra nge a s your wea pons. A 

soon as an enemy appears w 
your gun. camera you’re m 
range, SO dqn r t take on multiple en+ 
mies if you can avoid it. Pick away a 


to deal with, which mies if you can avoid it. Pick away a T 

means the helicopter is. going to take a heavily -del ended areas by attacking th* 
couple of seconds to switch to the new ouier defences first, 
heading. It may all sound complicated To earn extra points rescue extra me* 
and the first time you try the mouse — if the mission tells you to rescue Sou- 


Christmas is a time of 
tips, of hips and haws 
and saline drips, 
when noses glow like 
fairy lamps and 
tongues adhere to 
festive stamps, when 
antlers on the 
reindeer butt and 
knobs on doors are 
twisted shut, when 
candle wicks are 
touched with fire and 
holly prickles with 
desire, and when at 
last the Yule log 
comes, my favourite 
tips are in The One. 
(Help, let me out). 





hi mis 
nd the 

t 

dll 

* 

I land 
ready 
r gear 
round 
mouse 

■ns my 

1 take 
iown, 
other 

2 one, 
rcraft 

two 

and 

. The 
1 the 
is. As 
iT5 in 



= 1 1 -i Unfortunately this isn't going to 

S 7 f „ ,25 ft work on Berserkers because the 

enemy will target your Buffalos 
, before you, and will take them 
out in double quick time. 

But there is a way to complete 
*+»« jf. the mission because m the first 

dome (directly to the south of 
your start position) you'll find 
/j ' T another Buffalo. Use the Buffalos 

on the carrier to take out the 
defences at this first base, and 
4* blow open the dome to release 

__ the third Buffalo, lt H s this third 

thafs the key because 

1 — ■» ^ • ■ — — toughie is mission 24, 

you start! he mission find yourself on a mission with no Hippodo me Her# you start the mission 
you'll find that all the weapons left and therefore no way to with very limited ammunition (only BO 
mystery disappears complete the mission. cannon). Just to the north of your start 

because the exact Iota- Take care of payloads. If you're car- position is a blue dome with a Camel 
n is marked on the tat- rying a payload don't go bashing it resupply vehicle inside. The dome is pro- 
ven, about, All payloads can be destroyed if tected by a Hippo. The ammo on board 

when shooting open you bounce 'em on the ground too as enough to either take out the Hippo 
i rracks. Once the doors much, and if you lose one Ft can. be d if- or the dome, but not both, so what you 
, stop firing There is the ficult to complete a mission (mission 8; have to do is get the Hippo to take out 
n dest roy t h e bu 1 1 d i ng if Where t h e Bu f falo fioa m s for e«a m pi e) . t he d ome ! 

before the little man Position yourself so the dome is 

get out. Obviously, MISSION SPECIFIC TIPS between yourself and the Hippo, and 

i enough men for th.il One of the most difficult while keeping in range of the Hippo (if 

ion and are feeling missions to tackle is mission it's in your gun camera then you're in 

ahead, kill as many ol 2 f Berw|rkwi ' ,n lhis m ’ 4 ' ran 9 e) P ut y° ur 9 *?ar down arwl keep 

t! sl on you're given two sort of hopping up and down behind 



bishops it fS not only necessary to drive 
the opponent's king to edge of rhr 
board, but also into one of the corners 1 
Sometimes the briefings will indicate 
that you have to do a particular job 
(maybe a rescue, or destroy a particu- 
lar enemy) at one of several sites. Once 


Remember that you lose 
weapons when you die, so if it 
looks like you're going to lose 
a life on a mission, don't over- 
load the Zeewolf with weapons you 
may not get the chance to use. This is 
particularly important because you can 


Buffalos on the deck of the carrier and 
you havf to destroy three enemy bases. 
Each base contains a dome. 

Normally, with two Buffalos things 
should be pretty easy — just hover 
around the Buffalos while they trundle 
about taking out the enemy. 
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the dome. Eventually the Hippo will 
start firing at you and eventually some 
of the shots will hit the dome and blow 
it open. Once this happens, lift your 
gear and take out the Hippo before 
clocking with the Camel and loading up 
with loads of lovely ordnance! 
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On the sixth day of Christmas my true love gave to me, the skull of teleportation, the socks 
of Kilrathi, the woolly tie of W'Qolwiirthz and a nice orange. 


F or those adventurers having 
trouble getting started simply 
click "DOME 1 upon entering the 
Character Generator. When you begin 
the game you will have the two char- 
acters from the story - Sethan (level 2 
Cleric) and Vo rath (level 2 Warrior), 
Both characters have excel lent weapons 
and enhanced stats. 

A character's inventory cannot be 
viewed until the start of the game Here 
is a complete list of all the characters' 
possessions. 

Morlock. (Paladin) Shirt, boots and 
pants, Knights' holy symbol, meat 
bread,, apple, water flask, short sword, 
torch. 

Delphina. (Thief)5hirt Silk pants, apples 
(m3), water flask, lockpick, dagger, 
torch. 

Sonja. (Warrior) Shirt, trousers, leather 
armour, meat (k. 2 K water flask, short 
sword, torch. 

Mirianda. (Assassin) Tunic, boots and 
pants,, meat, water flask, longbow, 

Q u I ver r torch . ^ 

Apollo. (Paladin) Shirt, 
knights J holy symbol, 
leather armour, bread ff - 
(x2} # water flask, short /// 

Magerobe, applet 
scroll (Light), Scroll (Missile) 
water flask 

Del ana r. (Cleric) Cleric robe, pants, 
apples (m2), Potion (HealmgJ.water 
flask. Clones' holy symbol, mace, shield. 


Toec utter. (Thief) Shirt, boots and 
pants, meat, bread, apple, water flask, 
dagger, lockpick, torch. 

Jasmine, (Assassin) Shirt, silk pants, 
meat, water flask, blowpipe, torch, 
cloth bag 

Sirin a. (Mage) Magerobe, bread (k3) h 
water flask. Scroll (missile), Scroll (com- 
pass), Scroll (light,).. 

Way lander. (Paladin) Shirt, boots and 
pants, meat (k 4), water flask, short 
sword r torch. Watabe. (Warrior)Shirt, 
boots and pants, apples (m 3), water 
flask, short sword, torch. 

Thelzidra. (Mage) Magerobe, meat (m3), 
water flask, Scroll (light), Scroll (shield). 
Scroll (strength). 

Myrkuk (Thief) Shirt, boots and pants, 
bread, apple, water flask, lockpick, 
"\ dagger (*2), torch. 

\ Oltravar. (Cleric) Clericrobe, boots 
92 and pants, leather armour, meal. 


water flask, potion (healing x2), Clerics' 
holy symbol mace, torch. 

Etrigam, (Warrior) Tunic, boots and 
pants, bread (k 3), water flask, short 
sword, shield, torch, 

Morgana. (Clehc)Clericrobe, apples (m 3), 
water flask, potion (healing), mace. 
Clerics' holy symbol, torch. 

Malik. (Assassin)Shift, boots and pants, 
meat, water flask, sling, torch, doth 
bag. 

Yorathr (Wamor)Shirt, boots and pants, 
helm, meat, bread, torch, water flask r 
large shield, long sword +1 . 

Bethan, (Cleric) Cleric robe, boots and 
pants, meat (x2) r water flask. Clerks' 
holy symbol, potion (healing m2), mace 
+■1 j torch. 

LEVEL 1 

Don't think for one minute that you 
can race through this level killing 
everything in sight. Before entering 
combat make sure all scrolls are 
scribed and weapons 
are ready. Also ensure 
that wea ^ characters 
5 E HR l are at the rear of the 
party. When you 
enter combat with a 
|| creature always pay 
If attention to your 
Ji Health, and flee from 
combat if things get to 
tough Break all wooden 
doors you find before opening 
them, this will give your characters 
extra experience points. 

In the storeroom go to location 
X: 1 001 2 Y:999S and press the switch 
on the north wall. This will move a 
wall to the right giving you access to 
some useful items. A rope can also be 
found in the storeroom 

Taki the equipment key back to 
the barracks and unlock the door at 
X:1G0Q2 Y;9987 for 2 potion bottles. 

After killing the guards in the 
Arena go to the Door with the red 
gems and wait. When it opens run in 
and kill the guard. The switch lor the 
'GO BACK' cl oo it can be found by 
walking backwards twice, this will 
reveal an illusion. Pressing the switch 
on the West wall will open the door. 

D$pth 2 : After killing the guards 
use the key in the wall lock at 
X: 1001 7 Y: 10000. The door has a 
time delay lock and will open after 
about 10 seconds. 


LEVEL 2 — 

In the guardroom. Find a shelf with a 
shorts word, now turn right and walk 
into an illusion to find a helm A swatch 
can also be found at X: 10009 Y: 10000 
which removes a wall at X:1GGGB 
Y:999B, this leads into a small room 
with two pillars. This room also has a 
switch to enable you to move between 
the two locations, 

Find a switch in the Barracks to move 
the second pillar. This can be found 
next to the apple The General's door 
switch also moves the pillar at X: 10009 
Y.9992 where you will find a chest.. 

Ospth 2: This room has 2 doors, 2 
wall gem slots, 4 shelves and an illu- 
sion. When the Longsword or Wand of 
Light are removed from either of the 
shelves a pit will open upon the square 
where you are standing and drop you 
through to the next depth. To avoid 
this, quickly walk backwards after 
removing an object from the shelf. The 
illusion in this room hides a pit which 
you can climb down using the rope 
from the storeroom on level 1 . 

Depth 3: Kill the guards in this room 
to gain 2 more gems. The door at 
X:1GQ20Y: 10008 leads back up to the 


room with 2 gem slots, Make sure you 
jam this door with <3 dagger before 
going back upstairs otherwise it will 
close behind you. Now place 2 of the 
gems in the wall slots upstairs, then 
do the same on this depth. A wall will 
now have been removed at X: 1001 4 
Y:1QOOB revealing an open door at 
X: 1001 1 Y:1000S with stairs leading 
up. Stand in front of this door, turn 
right and walk forwards through an 
illusion -for some very useful items. 

After unlocking the 'Guardians ol 
the staff' door have a rope ready 
before going downstairs. Once down 
stairs climb down the moving pit and 
start searching the walls for switches, 
You Will need to find 4 elemental 
stones before using the teleport on 
this depth. 

Take the stones to the 4 shelves by 
the moving pits and place them on 
the correct shelves after reading the 
parchments.. When all 4 gems have 
been placed in the correct order a wall 
will be removed at X:1D004 Y: 10007 
(Depth 3). In this room you will find 
the Bod of Resurrection and an exit 
door. 


LEVEL I 

Several creatures need to be killed turn on the wall, now get the sacrifi- 
before you can start exploring this level, cial knile from the room. Once you 
so make sure you have weapons and have found the white pear! key take 
spells ready. Try not to hang about in the knife to the long corridor with the 
one place for too long, and if things get moving pit and place it on the shelf 
cough head for the 'Sanctuary' room (to afler removing the scroll 
the West) lo rest your characters. To gain entry to- the Guardroom 

Go to location X: 1001 2 Y: 10007, this climb down the moving pit in front of 
switch will turn off the pit at X: 10020 the door, search the guardroom and 
Y: 10003 giving you access to several you will find a black pearl key which 
rooms. Search the walls for illusions, will open the door to the Legions of 
Hack down the door to the cells and Death. 

search for a switch. Search the grate at Switches can also be found at 
X: 100 19 Y:9999 and you will find the these locations:- ( X : 1 0019 Y:9996S, 
scroll of light, Go to the floor switch at (X:1 0007 Y:9992), (X: 1 0006, Y:9995), 
X:100QB Y:10QQ6 and turn on the wall (X: 1 0009 Y:100B). 
at X; 10005 Y: 10004, ^ ^ JISTr;. ; ' 

now click the switch at £ ^ - L-' 

X: 1 000$ Y; 10003 to lur n ;s tft| || * ffcWjP liijjdJJJjiE 

on the Fireballs, now go Iff Q * v E 

back to the floor switch f ^ C | 

and stand on it. The fire- J ) / x - V / ’ p _n 

balls will destroy the R ’ — — wr EEsfc, < \Ltl. *.l ' tJi.il _f : fc J 

door at XI 0007 Y: 10004 
and kill the creatures 
inside. When the crej* 
tures are dead Stand on 
the floor switch again to 
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LEVEL 4 ^ ^ 

When you enter this level stand very Teleportation. Check your Magic Map 
sti II r the dungeon square you are stand- to find the 'safe' squares in the 
mg on is a ’safe" location and you can- 'Stepping stones. Eventually you will 
no! be attacked white you are standing find a ruby key which will give you 
here. Wait lor the guards to appear on access to the 'Zombies' room, 
the square in front of you, then move In the Zombies room, search the 
I Or ward and attack them.. When you West wall to find an illusion and a +2 
need to rest your characters simply walk mace. Before taking the parchment 
backwards onto the square. from the shelf at X:10O38 Y: 100 18, 

Head North and stand in front of the turn right and walk forward through 
door at X: 10027 V ; 1 0000 and hack the the illusion,, the small room here has 
door down. You will see a large floor a door which can be jammed with a 
switch on the square in front of you dagger, Now take the parchment and 
which ns the trigger mechanism for 4 run to the small room, let the guards 
traps. To avoid being poisoned move in one at a time and kill them. Don't 
forwards onto the switch and then forget to jam the door from the inside 
quickly move back again. You will bo hit after each has entered otherwise the 
by a few spells, but they won't kill you., guards will open the door. 

Pressing the switch in 

the corridor with the * p; w'HRil 

traps will move a wall ; ® #s ' : MM 

bc-hind you and allow you ! ^ a BJ B 5 1 V 

to enter the 'Stepping * * »; : 

rtones 111 mum .A^iE its i 

Go East from the 

Stepping stones, this will £ gfe El I w ^ 

r K : 7 iijpe.' 

rooms with moving pr.b * yy }-} — JjtK 

Go down these pits and \ g ,. f | X / 7 

search for Turen r s skull of IS H * 'h^ ■ V 


LEVEL fi 

Don r t hack down any wooden doors on door down! Double click the door 
this level. The switch on the guardfoom switch. When the door opens run 
door also opens the door to the Drog through mto the room and the door 
kennel which releases 5 savage Grogs, will close behind you, now kill the 
so if you go into the guardroom don't Drog that followed you in. Keep dou- 
forget to close the door! ble clicking the door switch to let erne 

Get the Amber key from the guard- Drog in at a brne until you have killed 
room. Ibis will unlock the door to the all of the Drogs. Pressing the switch 
Drog pit When this door opens retreat at X: 10021 Y:9989 removes a wall in 
back to the guardroom and close the the key room, 
door before the Drogs get out. Let the Press the switch at X: 10031 Y:9930 
Drogs into the guardroom one at a to turn on the key room teleport at 
time before killing them. X 1003 6 Y:99B2. Once in the key room 

Depth 2 : Before climhmg down into throw the knife down the left hand 
the Drog pit give each character 2 side of Ihe corridor to remove the pit 
weapons and be ready to cast magic in front of you r now get the Topaz key 
missile spells. Once in the pit turn left from the shelf. Now go upstairs and 
and fight your way to the West where use the key to unlock the door in Ihe 
you will find a door. Don't hack this guardroom. 


LEVEL 7 

First open the wooden door to the the "War Drogs' room, Use the tele- 
South and go into the room. Get the port in this room to gel into the 
lightning scroll and scribe it. Examine Armoury. 

the pillar in the centre of the room and At 'Launch' throw an object down 
you will find 4 switches, press them in the right hand side of the of the cor- 
this order- First press the one on the rider over the pit, this wdl turn of the 
West wall, now press the one on the second pit to your left, Now press the 
North wall. The War Drogs door will switch two focations to the East and 
now be open. take the breastplate from the shelf, go 

Go into the War Drogs room and back into the hall an search the north 
examine the pillar. Press the switches wall for an illusion which hides a 
in this order:- Fi rst press one on t he E ast m i ghty axe. 

wall, now press the one on the South After taking the axe go back to the 
wall. Now go back to the first room and 'War Drags' room at the start of the 
you will find a passage that leads to the level and get the Scroll of Confusion 
Armoury. Go past the Armoury and and the Agale key from the secret 
press the switch at X; 10022 Y: 10008, room. By now you should have 4 coins 
this will reveal a short passage leading collected from the previous levels, 
into a large hall with pits and twisters. At the 'Wishing well" do not throw 
In the hall go to X:1 00 1 4 Y:1 00 1 2 and the corns down! Put the Gold com in 
walk forward through the illusion, turn the cursor and climb down using the 
left and go to X:100l8 Y: 1001 3 and rope. When you land quickly drop the 
press the switch cm the West wall, the coin on the small floor switch to the 
wall at X: 1001 4 Y1 0007 will now have Northwest. A pit will now open drop- 
moved allowing you to explore the rest ping you through to the next depth, 
of Ihe hall. Turn around 1 BO degrees and you will 

The pit at X: 10010 Y: 10008 is an illy- find an entrance to r E drift's tomb" 
si on. Walk over this pit and go to Use the Skull of teleportation to 
X:1 0003 V: 1 0006 and press the switch gam the 2- handed sword and shield, 
on the South wall, this will open the Take bdrik's bone from the shelf and 
'fountain o! healing' door fur about 12 identify it. Now go back to the wish 
seconds. In the 'Fountain of healing" ing well and use the rest of the coins 
room press the switch next to the door, to get to the bottom of the Shalt. On 
this removes a pit at X: 10003 V: 1001 2. depth 9 place the last coin on the 
Go to X; 10006 Y: 100 14 and press floor switch to the Southwest, 
the switch on the East walk this will Now find the illusion in the East 
turn of a pit at X:l0013 Y: 1 0 0 1 3 and wall and press the switch before tak 
allow you to get the granite key from mg the teleport. The pillar at X; 10019 
the shelf. Use the granite key to open Y 9999 near the entrance to the wish- 
the stone door at X: 10007 YilQQIS, ing well will now have been removed 
Go down the pits in the half to find revealing 2 rooms containing spe- 
2 switches which remove a wall near cia! items, / 


LEVEL 5 — — 

As soon as you enter this level a skele- Head fnr co-ordinates X:1003B 
tal warrior will attack you. Kill the crca* Y:1C012 P here you will find a teleport 
ture quickly before anymore teleport which will take you to a room with 
into this location and then break down several Zombies. After killing the 
the wooden door to the East. Go Zombies press the switch at X;1Q044 
through the door and stand on the Y;10Q14 to remove a wall to the 
Moor switch then move left into an illu- South. Find the switch in this room to 
Sion to find a potion of healing, after a reveal the Emerald key, Now use the 
few seconds a confusion spell should be key to open the door in the West 
visible to the East. Follow the corridor tower. Save your game before climb- 
with the flying spell checking walls and ing down the pits in the West Tower 
grates along the way. Eventually you as some of these pits go down 
will find a door. through 9 depths. 
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1 Always make sure to keep some grain 
stored for sowing, if you forget and 
miss a sowing season, you can lose a 
whole year's worth of food. 
Remember the grain you harvest has 
to la si. for Four seasons 

When you allocate labour for sow- 
■ Ing, keep m mind whether or not you 
will have enough men to harvest the 
resulting grain, it will take 1.5 tinfcs 
as many men to harvest as to sow Ff 
you won't be able to fully harvest the 
crop, you may want to cut back on the 
sowing tq save gram and -labour 

Don't over pi ant early on. One field 
can teeci plenty of people, and to farm 
too many wifi hurt you fertility for lit- 
tle benefit. 

Consider using grain when you are 
starting out. It's the cheapest crop to 
get involved with, although it is labour 


Farming Grain 

intensive, and you can build up a gram 
stock pile without having to worry 
about maintaining it, 

Building an army < 

Any type of weapon will at least dou- 
ble the usefulness of your fighters. 
Build or buy weapons as soon as pos» 
si Me. "Hu 

Use maces and axes for a more 
aggressive army as they are better on 
attack. Use spears and axes for d more 
defensive army. Arm youi soldiers with 
maces and spears if you are short on 
gold as then wages wfh be less. 

Archers any crossbows are invalu- 
able for whittling down foes from a 
distance. Mo mod erate-to- large army 
should be without them. Use knights 
if you can afford their wages and their 
doubled protection cost. 


Fighting a ground army 

Surround enemy fighters with more 
than one fighter to attack from differ- 
ent sides. Attempt to lure the enemy 
into a marsh, and attack from the edge. 
Use knights to outrun or outflank the 
enemy. Use archers at the start of the 
battle. Keep archers out of hand-to- 
hand combat with defending infantry, 
or theyll stop firing to attack. If you can 
lower the enemy's morale from a dis- 
tance through the use of archers, you 
may be able to cause the enemy lo rout 
without getting hit once. 

Eliminate enemy archers quickly if 
you can. Watch your morale. 

Assign builders to make towers or 
ladders. Hopefully in your third turn, the 
wall's will have been partly destroyed so 
that you can place your newly built 
weapons on them. 

Try to attack from a number of fronts 
at once. The castle's defenders are divid- 


ed evenly amongst your attacks, so the 
fewer attacks you make, the more 
defenders there are for each one. 

When filling a moat, you should try 
to fill an area wider than one square. 
Larger openings aliow you to place 
more fighters, ladders and towers on 
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If your forces are large enough, and 
you placed a gatehouse in your cas- 
tle, consider taking on the enemy in 
a battle but be careful - you don't 
know what the enemy is armed with 
until you attack. 


the castle. 

When attacking a castle with fight- 
ers, ladders and towers, try to avoid 
locations that are one square away 
from a tower, keep or gatehouse as 
these structures give the defenders a 
bonus when repelling your attack. 


v -4H 


- Defending against a siege 

If you plan on sallying forth, garrison 
your castle with some armed troops. If 
you don't, then don't waste weapons 
inside the castle walls - use peasants 
instead 



,\a anviiy [Torn Middle* 

Your intrusion into our county 
is Unnxmt^d. please wtitidraw. 

Ojjfsr gift of crotons to county. 

1000 0 5000 [I] 10000 Q 



Parting tips 

Make alliances to divert some players' 
attacks from your territory, This may 
allow you to leave some borders less 
strongly defended - if your enemies 
can be trusted. 

Adjust your seasonal tithe only by 
small increments, and watch its effects 
on happiness carefully. Ff all your 
counties seern to be going -sour M 
once, try lowering the tithe 

When attacking a county, it's good 
to wait for a season in which thorn is 
a merchant present. If you succeed in 
capturing the county, the merchant 
may allow you to repair some of the 
damage done in the attack. 

When you can afford it, you may 
want to build additional grain stock- 
piles in each Of your counties. Then, 
you won't have to worry about feed- 
ing any armies that pass through your 
land - the grain can take care of them. 
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Meet the people * 

Now you should be ready for your first 
encounter with the aliens. If you"ve 
shot down a UFO,, save the game. 'If 
it s dark, wait until daybreak before 
you send in your Skyrangef, If you 
can't wait don't forget those Electro 
Flares. Move your soldiers under your 
Sky ranger first and let them check the 
area. Turn them around on the spot, 
until you 'ye covered the surroundings, 
then cautiously move them on, always 
leaving them some movement points 
for their automatic reactions. 

After a successful light you 'll return 
with lots of useful stuff. Don't Sill it 
all, let your scientists research it Start 

with Allien Alloys (which leads t — ■ 

to Personal Armour) and then 
go for Heavy Plasma (which 
leads to Plasma Beam), If 
you've already researched 
Plasma Beam, equip your 
interceptors with these 
weapons as soon as pos&ihle. 

Keep all elerium il possi- ! 
ble, it will be important later 
in the game. Of course, it an 
alien attack on your base 
leaves you with 5000 units ; 
of Elerium, you can sell 
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SIMULATIONS 



THEY THINK IT’S AIL OVER. IT IS NOW 

FOOTBALL MASTERS 5, THE BEST OF THE REST 3 


REALISTIC HORSE 
RACING GAME 
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ROM ALL GOOD LOCAL RETAIL OUTLETS 


ILfl D 


ESP Software. PO Bo* 557, Southend-on-Sea, Ets^x, SSI 2f4B, f nglond. 
TELEPHONE [0 1 702) 6005 57 FACSIMILE |Q! 702) *1 3747 THE DUE 


NEW TRADE ENQUIRIES ALWAYS WELCOME, 
can also BUT zi\y of these games, by direct mail from ESP @ each incl, 
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Football management is arguable more brutal than any beat-'em-up. And ) r d like to 


take this opportunity to say r I love you Big Ron, please come back and kill Doug Ellis. 



L ets sir] r r w*th some hints on how 
to get rid of those unwanted 
payers, Iff you have someone on 
the transfer list, and their 'Future 1 box 
indicates that certain clubs are inter- 
ested in him, look at that club to see if 
they have got d lull squad already. If 
they haven't, raise your wanted tram 
fer fee to the maximum allowed, and 
add another player to a club that is bet- 
ter than your club. Add the player to 
the new club's shortlist, and look to see 
if the player IS written in yellow — indi- 
cating an interest in the club. If he isn't 
interested, change the new club's for- 
mation around to include as many posi- 
tions for the player as possible. If he's a 
defender, put three central defenders, 
both full hacks and a sweeper in the 
formation. It is almost certain that this 
will sway Ins affections. 

Mow approach the player with the 
new dub. Bid the wanted fee for the 
player, ie the maximum allowed. On 
your second bid, pull Out of the deal by 
bidding nothing. Provided Ihe other 
bidding clubs have enough money, they 
will bid this, leaving you to accept the 
cash, resign the new manager and 
gloat over your newly- owned cash! 

Be warned — you can only do this 
for four players per week with each 
new manager, but once they've 



resigned, you can r t 
use them again. 

The next 
cheat will 
help you out 
when your 
goalie is a bit 
under the weather. 

Go to the club's 
details and select ‘Another 
Club 1 . Look to see which dub is just 
above you on this screen. Go to 
their squad details and see which play- 
er is in the GK position, ie reserve goal- 
keeper. If you like the look off him, you 
can have him on a free, season-long 
loan and you can play him even when 
he's injured, 

Go into your squad details, and click 
again on the number 1 shirt. Now click 
on any of your players names. Click 
again on the number 1, then click on 
the SWP box next to the shirt numbers. 
Now dick back on the player you chose 
to give the number 1 shirt to, and click 
on the number 1 shirt again. You will 
see that the player that had the num- 
ber 1 shirt now is the number 00. 

Go to your tactics screen and look at 
your team. The goalie from the other 
team will be wearing the number 1 
shirt. He can stilt play for the dub that 
owns him, hut he can play for you as 
well at any time. To move 
him to another shirt num- 
ber, just go into the squad 
details screen and swap 
the number 1 shirt with 
the shirt you want him to 
ip lay at. 

Now, a hint on how to 
bring your younger players 
through. First buy some 
young players, and put 
them up for loan When 
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they have been loaned 
out, look to see if they are 
playing for the new team. 

If not, terminate their 
loan, and put them back 
up for loan. When they 
get to play for a club, you 
can leave them there all 
season by looking at them 
when there is only one or 
two weeks remaining of 
their loan spell. Go to ST A 
on their factffile and dick on 'extend tral attackers. Tactic to use: long ba 
loan'. Click on 'allow approach' on the 2) GK, anchor man, left midfieldr 
next screen, and bingo he stays for central midfielder, right midfcelde 
another month. You can do this every support man, left winger, right winger 
time the loan is near to completion, 3 central attackers Push all men fur 
These next formations will make you ward. Tactic to use: long ball, 
win your division every single time, and This formation over runs the oppo 
give a Third Division club the ability to sit ion, and cit'.i h ■ oark of c ha nett ft* 
out-play and sometimes out- class your team. The problem is, the op po- 
Premier League dubs! It doesn't really ing team will score at every chance they 
matter how good your players are for get. If you have two players, and yot 
these, hut obviously, the better they both play this formation, you will bolt 
are, the better you i team will perform, score on every chance you get. The 
1) GK, sweeper, 2 centre backs, 3 score will be a cracking 14 2 or 17-11 
central mid fielders, support man, 3 ccn- or any other ridiculous shoreline. 
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3) Left midfielder, right |i — 

midfielder, 3 central mid- 
fielders, support man, left 
winger, right winger, 3 
central attackers. Push 
everyone forward. Again ! 
use long ball tactic. 

Notice the lack of ; 
goalie — hence all the 
goals scored, 

Of>c last cheat — how 

to make players retire. If a — ^ 

player (except goalies) is 30 or older, 
and you want him to retire at the end 
of the season, simply place him on the 
transfer list, fine him and future him. 
Also, make sure he isn't in the team a I 
the end of the season. He will now 
retire, leaving valuable space in your 
squad for other players, or for a young- 
ster to come up 

If you want a squad of total reserve 
players to come up, sell all your 
younger players and buy old fogies. 
Then, at the end of the season, list 
them all and they will all retire. Due to 
you having no players in your squad, 
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the game will promote about 15-22 
youngsters from the reserves for the 
next season. 

if you want to sell a player, but your 
squad is too small, simply loan a player 
in r and then you will be allowed to sell 
a player. You can then terminate the 
player's loan spell and be left with a 1 5 
man squad. You can even sell five play- 
ers by loaning in five other players, then 
using the selling technique to sell them. 
Once the players" loan periods are ter- 
minated you will be left with a meagre 
eleven man squad. No selection prob- 
lems now! 
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ndrea-s Prose h of sky of 
Langenzersdorfi Austria 
provided these, well, 
interesting cheats for Super 
Stardust — but remem- ' 
bee they won't work on 
the original Stardust 
game. They"re not offi- 
ciaF Team 17 cheats by A \ 

any means., but try 'em out 
anyway, because they're 
good and hot. 
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26 lives 

START FZWWWZR7HP1 

1 TUNNEL BZWWWZRZHPE 

2 TUNNEL-M SPEC I AL Ml SS I ON CZWWWZ RZHPF 


3 TUNNEL 


DZWWWZRZHPG 


4 TUNNEL+2 SPECIAL MISS! 0 N EZ VWV WZ RZHPH 


22 lives 

FVWWWZRZHHE 
BVWWWZRZHHZ 
CVWWWZRZHHB 
DWWYWZRZ H H C 
EVWWWZRZHHD 



These will provide you with: 

3- way: ?/ I Bouncer: 7/5 Plasma: 7/6 Flamer: 1 0f 9 Burster: 2/2 Missiles: 9/ : 
(Cheated power louel/M.ix power level} 

This is the best tune-up possible: 

EZWWWZRZ HPH 
Level 3' way Plasma Burster Checksum 

_ ■ Lives Bouncer Flamer Missiles 


lamer, missiles and lives are limited by the 

S bet. If you try to power the other 

weapons up higher 
^^Wp^^^^than my configura & 

io ° k at the 
i 1 * 'f weapons selection 

screen, it still indicates 9/9 
for the Flamer, but it is in 
fact stage 10 (try it out!). 

1 experienced some 
graphic problems in the 
t mil* tunnel sequence with 23- 
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tunnel sequence with 23- 
| 26 lives. 

Interestingly, if you 
start with 2b lives and col- 

i ket another,, the prob- / 

Lem disappears. f 
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Been an Amiga owner for years? Then you'll love our fab new 
idea. Over the coming months, we're going to list cheats for over 

released! Just cut out this page. 


75 percent of all Amiga games 
stick it somewhere safe and in a few months' time you'll have the 

published. This months most of 


most comprehensive tips guide 

And a bit of J C\ 


the letter 'B 


BARD'S TALE 

To get loads of gold, transfer all 
the party’s gold to one player on 
the Stats screen. Save him to 
disk then load him back in and 
transfer it into another character 
Keep repeating this until you 
have done it to all the players, 
then exit without saving. Load it 
back in, and all your players will 
have the amount ol gold equal to 
that of the cn-tire party before. 


W believing and gaming experience Gel 

|| i ft I one of the mages to cast a special 

p | member, a wind warrior (WIWA) r or 

| something similar. 

\ Now go on a fighting rampage, and 

BARBARIAN (Psygnosis) get about 2,500 GPs (which \\% quicker 
During the game, Type Q4-08-S9, and in one of the dungeons, and it gets you 
the screen will turn grey.You are now loads of experience points as well), 
invulnerable, but your character can still Then pool all the gold onto your spe- 

e c ia I member and ente r the Advenlu rer 1 s 

member. 


be killed by very high falls, and by th 

flame- hurling horned demon in the Guild. Remove your specia 
dungeon. To kill the final Wizard, you and then save him with the gold, then 
must have a shield. When his shot add him again. 

comes at you, use the defence icon, and Put the money in the bank., then 
it will fly back at him, remove the special member, or just 

pool it to one of the party. Go to the 
BARBARIAN (Palace) Guild and add the saved special mem- 

On m<? final level when you confront ber again, who should still have 2,500 els with the number keys Try typing will flash green indicating that the 
Drax. walk forward. When the first fire- GPs and now one of the party does as SHEEP IN A GROUP WEARING HAtS at cheat mode is active. Both ships .v 
ball comes, jump, then do a forward well. some point for infinite lives, now invincible. Pressing F6 to F10 wrf 

roll into Drax, If you can't even get that Wl WA pools gold is then removed select different types of weapons, whi 

far, then the best way to defeat an again with a total of 5,000 GP s, Keep BATMAN: THE MOVIE FI to F5 will alter its power, 

opponent is to roll into him until he repeating until you die of old age, Each While the title page is displayed (one 


BETTER DEAD THAN AMEN 

Typing CHAMP Then pressing Help wi 
show you the cheats available. 

Cheat keys: 

FI Scattcrbolts 
F2 Multi Fire 
F3 Auto Repeat 
F4 Armour Missiles 
F5 Stun 

F6 Neutron Bomb 
F7 Clone Ship 
F3 Shield 
T9 Skip Level 
FI 0 Extra Power Bars 


BARBARIAN If (Palace): 

Step-by-stcp walk- through; 

Level T: left, left, right seven times, left right, left; in the cave, and fight 
Level 2. right, up, left up, left, left right left three times, up, and left. 

Level 3: up, right right, up r left, right, up, right I eft left, up, left, left, up p up 
right right, left, left, up. 

Level 4: hit the fireballs, then try to leap across. Use an overhead chop to hr 
the pit Demon's arms, and repeat until he's dead, Wait until Dr ax pause* 
between spells, then hit him with a flying head chop] Instant death! 


Level codes 

0 FIRST 

t GHOST 

2 GAMMA 

3 MARSS 

4 EAGLE 

5 METAM 

6 FQTGN 

7 POLAR 
a TIGER 
9 SNAKE 

1 □ ZENIT 

1 1 domnn 

12 VESTA 

13 OXXIO 

14 DEMON 

1 5 GIANT 

16 CONK A 


17 PHASE 

18 EXQTY 

19 MOUNT 

20 FIGHT 

21 RUSTY 

22 FIFTH 

23 VESUV 

24 MAGIC 

25 SPACE 

26 VALEY 

27 TESTY 
2 S TERRA 

29 SLAVE 

30 NEVER 

31 RIVER 

32 EUROP 

33 STORM 


Level codes: 

1 ELEKTRA 

2 SYZYGY 

3 DRAMBUIE 

4 PLUG 

5 SOPRANO 

6 MAYONNAISE 

7 FAUCET 

8 POTATO 

9 WOOMERA 

10 NARCISSUS 

11 DEBUTANTE 

12 FIRKIN 

13 ACOUSTIC 


14 TRIPTYCH 

15 JABBERWQCKY 

16 WHIMSICAL 

17 CORNUCOPIA 
IS PUNJABI 

19 TIDDLY POM 

20 KEWPiE DOLL 

21 SEPULCHRE 

22 EUPHEMISM 

23 GRAMMARIAN 

24 CROSSWORD 

25 QUARANTINE 





BOMBUZAL 

Level codes: ^ 

S AOS5 
16 RATT 
24 USA 
28 SINK 

32 DAVE | 

36 BIKE 
40 IRON: 

44 BIRD 
4-8 LEAD 
56 WEED | 

60 VASE 
64 RING 
68 PILL 

72 GIRL \ 

76 SPOT 

Cl ick past the high score screen onto 80 GOLD 
the select difficulty page. Type MELL1E, 84 PALM 
and you will be able to access all the 88 OPAL 
games. 92 LOCK 

96 SONG \ 

BEYOND THE GATES 

Typing. THE END OF TIME DRAWS NEAR BRAT 
will call up a full character editor that Hold down the 1 
enables you to change your stats and the 1 ,/and * key’s during play to skip 
add any item to your inventory. levels. 

Level codes: 

7 MOZ1MATO 

8 HQZITGMO 

9 MO KITE MO 
10ZUMOHATD 


BARDS TALE Ills THE 

THIEF OF FATE 

For a bit of fun say Hamburger to the 
guard at the Mad Gods temple, 


BRAIN BALL 

Level codes: 

2 WELLDONE 

3 PPHAMMER 

4 FORTUNE 

5 READY 

6 STEADY 

7 NO GO 

8 JOYSTICK 

9 RUTODFGP 

10 DENISE 

11 BIGAGNUS 

12 CHI PC HIP 

13 HATTHATT 

14 FRANKLIN 

15 PJOTRE 

16 HUI LUIS 

17 ESCAPE 

\ S CONTROL 

19 SPACE 

20 AMIGAFUN 

21 LAMBADA 

22 ERTERZUT 

23 LEVEL2 3 

24 BIGDREAM 

25 CINEMAXX 


On level 1 0Q, jump on the small plat- 
forms to colled all the green potion 
bottles, and they will give you lightning 
bolts. Jump down alongside the wall, 
and shoot the monster. After 100 hits, 
he will turn into a bubble, which you 
can burst to complete the level, 

Or: on level 100, as soon as you 
appear jump up and get the lightning 
bottle, then fall to the bottom left-hand 
corner. Face in to the corner and fire 
like hell. The big guy at the end very 
rarely goes into the bottom corner, but 
if he does don't worry, just repeat the 
process. After 25 hits with the light- 
ning, he wilP be inside a big bubble. 
Burst it. 

If you get to level 20, 30 or 40 with- 
out losing any men you will see a set of 
doors appear. Enter them and you will 
be transported to a secret screen. If you 
reach level 5D without losing a life, you 
will 1 get an umbrella, which will trans- 
port you to level 70. 


100 SAFE 
104 FIRE 
108 WORM 
112 LAMP 
120 TREE 
128 SINK 
136 BIKE 
144 BIRD 
152 TAPE 
160 VASE 
168 PILL 
1 76 SPOT 
1 84 PALM 
192 LOCK 
200 SAFE 
208 WORM 
216 NOSE 
224 EYES 
232 HAIR 
240 SIGN 
248 MYTH 


26 SM ARTIES 

27 LOGGGO 

28 SQUARES 

29 SPEEDlE 

30 SERPENT 

31 FLIPPER 

32 COFFEE 

33 DQENER 

34 NO COKE 

35 SMOKIE 

36 ALLSTAR 

37 SOFTWARE 

38 COMPUTER 
39DISKFULL 

40 HARDWARE 

41 HOOLIGAN 

42 LEVEL 42 

43 QWIPARTY 

44 FREE SHOT 

45 BIERZELT 

46 LAADAADI 

47 LAADAADA 

48 NOWAYMAN 

49 RUSH RUSH 

50 THE END 


BUILDERLAND 

Level Codes; 

1 BUILD 1 

2 YOTTHA 

3 BEAR8Y 

4 OCTQPY 

5 DIABLO 

6 GOTlUS 


BS5 JANE SEYMOUR 

Level Codes: i 

2 SLUMBER \ Also: 

3 INTEREST j WRQOM 

4 BULKHEAD j BLACKOUT 

5 SHOWROOM \ HAMPERED 

6 MUSH BASH j ROOKIE 

i o vi ctory i w arriq r BIIMB Y 'S ARC AD i 

12 FRENZY i TRAPPED FANTASY 

14 CROWDED l HANDYMAN Level Codes: 

16 VOLTAGE f RADIATE 2 ACCESS 

18 PRIMATE i GLOOM 3 BUTTON 

20 TRIUMPH j MADHOUSE 4 ISLAND 

! 5 PRETTY 

BUBBLE BOBBLE 6 WINNER 

FI : advance one screen 7 ZOMBIE 

F2: advance 6 screens 8 LOVELY 

F3: advance 1 1 screens 9 SYSTEM 

If you can get to boards 1 0, 29, 30 & 40 
without dying, a door will appear to take CAPONE 

you to a secret level. Wait a few seconds To find a "special bonus", go to the 
on boards 7 & 22 until the umbrella falls, front of the Post Office. Shoot the ball 
then grab it to warp ahead 6 levels. On at the top of the flag pole, and your 
the first screen, bubble ihe first two score will go up. If you shoot it again, 
monsters and then fill the screen with you'll vee a screen with programmers 
hundreds of bubbles. Hold down the fire on it. Shoot it again, and youll be invin- 
button after losing your last life, and cible, standing in the bank, At the end 
youll get another set of lives, although of that round, you will start at the 
your score will be reset. beginning with warp speed. 


BIO CHALLENGE 1 BISHiGMO 

Pause with the Escape key, and press- 2 MlHEMOTC 
ing G will advance you to ihe end of 3 5A5UTOZO 
level gua rd i an . 4 S U M ATZE E 

Level! : Get the green armour as 5 NOKUAGO 
soon as possible. If you have all of the 6 1TSANGNO 
amulet, don't go to the spheie unless 
you have collected at least four lots of 
monster remains,, because you'll need 
them to battle the end of level 
guardian. He's a bit soft in the head, so 
time your jumps carefully and hit him 
there. 

Level 2\ There are four planets to 
visit: 90 to everyone if you want to get 
maximum points. Again, the green 
armour is very useful, so get it as quick- 
ly as possible. There's loads of ammo 
for the guardian of this I eve I r unfortu- 
nately that means there are loads of Level codes: 
monsters to deal with. The back ol the 1 Golemstench ; 14 Blood smell 
guardian's head is his weak spot. 5 Scarab ; 15 Bonepowder 

LEvel3: Stand on the slabs, and som- 6 Web of Death j 1 6 Nightmare 
ersault. F here are six planets here, and 9 Underground j 1 7 Monsterbreed 
the transporters are more difficult to so; 1 G Death chamber j 1 8 Thunderstorm 
so you have to watch more carefully. 1 1 Golemscave j 19 Creepycave 

12 Ho rnslut ; 20 Liquidation 

BIONIC COMMANDO 13 Slimehole \ 22 Strata Gem 

Exit from level 1 exactly when the timer 

reads 1 for nine lives and a super high 
score. 


11 GHANA5TU 

12 NAGAITSU 


i i£« 


BRIDES OF DRACULA 

When you're Dracula, go right 
from the first screen and turn 
the first two women into vam- 
pires, taking them back to 
their coffins Then return to 
that screen again, walk 
between the lift and the sec- 
ond table and aouch down 
just past the skulls on the 
floor. A vampire should then 
appear ready to be put into 
her coffin. Do this again and 
again to get all eleven vam- 
pires, and then polish off van 
Helsing before he knows 
what hit him. / 


BLOOD MONEY 

Press HELP, and then the 1 or 2 key, and 
you will restock your supply of lives or 
money respectively. 


BLUES BROTHERS 

Wait until the character selection screen 
appears, then type in HOUL.Q to give 
you infinite lives. Now press the appro 
priate number key (1 to 6) for the level 
you want to play, then hit the space 
bar. When finishing a level, get the sec- 
ond Of the two flags, and you'll keep 
your record collection through to The 
next level. 
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VMDML 

TypeSCH LIKA during play. The bolder 
will flash, and now F2 finishes the 
level- Remember: you can blitl aim the 
cross-hair, even in pause mode. Now 
you can position the crosshair over 
the motionless bodies, then unpause 
the game and let em ha 
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CAPTAIN BLOOD 

When you encounter a particularly 
friendly alien, ask it the following ques- 
tion using the alien icons: CODE GG1. 
The alien will then give you the coordh 
nates of another alien, called GG, Go (o 
the specified planet, and ask GG for the 
coordinates of all the other aliens 
around by asking CODE INFORMATION 
HELP. If that doesn't work, then type in 
the name of the alien after the word 
HELP. 

CAPTIVE 

Combos for bases in Mission Two: 

Masgot TR.BLJLBR 

Traphet TL,BLJR,BR 

Phoopel TUR3L.BR 

Sodcket BLJRJLJR 

Zaitet TL,BR ,TR,Bl 

Quelosod TL.TR.BL3R 

Saldet BLJUR3R 

Mieusia TL.BLLJMR 
Pasdet TLJRpBLBR 
Leatod BR,TR,TL r BL 

CARD I AX X 

Press the pause key, type in the name 
RACHEL, hold down the SHIFT key and 
tap the G key to freeze the time limit. 
For infinite energy, pause the game and 
type the name CARO LILY. 


A H ■ 




CARRIER COMMAND 

Before starting, type GROW OLD 
ALONG WITH ME (with spaces), and 
then use the +■ and - keys on the 
numeric keypad to view all the objects. 
In the game, pause and type THE BEST 
IS YET TO BE (with spaces). The game 
will restart automatically, and print 
"Cheat mode activated’ in the message 
panel 

When paused, pressing + and - on 
the numeric keypad toggles Manta 
invincibility. The flying craft are no 
longer vulnerable to aerial attack, 
although collision with large objects is 
still fatal. Once a course has been pro 
g rammed for the carrier. Mantas or 
Walruses, engage autopilot and click on 
pause Pressing 3 on the keypad and 
v un pa using again takes the corre- 
\ spending craft directly to its desti- 
1 02 J nation. Pausing and pressing 2 


CASTLE MASTER 

After the game starts, press shift, L and 
the RMB lots of times until you hear a 
noise. Look forward and you will see 
four coloured boxes. Shoot them for 
infinite lives, all ten keys, the ending or 
rock travel- 

CAVE RUNNER 

Get to level 2, then type SUB B BOYS 
(including spaces) .The screen will flash 
blue, and then use the following keys: 
FI Gives nine lives. 

F2 Sets the timer to 99 - useful for level 
D. F3 Jumps to next level. 

CHAMBER OF THE SCI-FI 
MUTANT PRIESTESS 
(KULT) 

You don't have to complete all five 
Ordeals, Instead, go into the tunnels 
(from The Noose) and wait an hour. 
Then leave the tunnels and go to the 
M aster" s Eye. Wait around until the 
master dies. Search his body for the 
whistle, use iit, and a panel wiil open 
up. Reach inside and grab the egg. 
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THE CHAOS ENGINE 

Level Codes: 

World 2: FKH QFM 2BX 6W0 
World 3: PFN HHO #L2 #BX 
World 4: 62K BCR #34 9N2 


CHAOS STRIKES BACK 

Find a dragon, and cast MON- ZO GOR SAR and hit ESC to pause the game. 
Hold down the ALT key and type in LORD LIBRA5ULUS SMITHES THEE DOWN. 
Unpause the game and slay the beast. He leaves behind a firestaff, and your 
party will be invincible- 
Undocumented Spells arc; 

GOR ir KU - Detects Monsters 

GOR IR RQS - Detects fake walls and “invisible'" {actually hard to see) pits 
GOR IR DAIN - Detects "magic'' 

ZO IR NETA - Anchors the map at the point of casting, so that as you move 
around, the map view stays at the anchored position. 

Here's how to kill a dragon: 

\) Prepare all your players with MON IR VEN spells (mega poison cloud) 

2) Use the green freeze life box on the dragon 
3} Cast the s pel is, and then double up on each player 
4) Wait... dinner will be served soon 


CHAMPION DRIVER 

Level Codes: 

1 india 

2 bravo 

3 Charlie 

4 foxtrot 

CHARIOTS OF WRATH 

When instructed to press Fire to start 
game, instead move the joystick for- 
ward. You will activate inf in te lives 


CHARLY 

Level Codes: 

2:ROOM 

3:CLAW 

4:NEST 

5:WGRD 

6:F1SH 

7: AUNT 

S:RU5H 

9;TUBE 

1G:RICH 

11:HAIR 

12:SPGT 

13:NAM£ 

14:E0GE 

1 5:DE,EP 

1 6: CASH 

1 7:SALT 
1 3: PACT 
19:FIRE 
2D: STAG 
21:LEAP 
22 :WGRK 
23:GLAS 

2 4: LOOP 
25:DARK 


26: ATOM 
27- TALK 
2B:C0AT 
29:LOAD 
3Q:LIFE 

31 :PICK 

32 :POST 
33: RING 
34:GREY 
35:BEST 
36:DEAD 
37:KNOB 
3B:TASK 
39BOSS 
4-Q:iAND 
41 "FREE 
42:BANK 
43;BABY 
4 4: STAR 
45-HINT 
46:CHAT 
4 7: FOUL 
48: CALL 
49LINI 
50: BEER 


CHASE HQs 

During the game, press and hold the 
left mouse button and fire on the joy- 
stick while typing GROWLER. Pressing T 
will then reset the time back to 60 sec- 
onds. Also, after Nancy has told you 
about the tar you're after, press the 
space bar repeatedly until t be game 
comes on. Your car should now he 
doing over 1000 Kph. 

CHASE HO If 

Hold down H and while the 

game is loading, now all the road- 
sidcobstacles will disappearlype UN A 
GARDEN IN (with spaces) then press the 
following keys for their effects; N — 
Skip Levels 1-6 Level number W — 
Rockets T — More time. If the pass- 
word doesn't work try either IN A GAR 
DEN on the title screen, or the pass 
word with no spaces. 

CHIP'S CHALLENGE 

Start the game, then press F p and the 
screen will flip. Enter SAGITTARIANS 
MAKE BETTER LOVERS to give you an 
infinite supply of keys, shields, ice boats 
and magnets. Enter I THINK THEREFORE 
I AM so you don’t need to collect chips 
to escape. Now you can press C to skip 
to the next level. Pressing F will return 
you to the game. 

Level codes; 

I bdhp 2 jxmj 3 etbq 4 ymq 5 tqkb 

6 wnlp 7 ixqo 3 nhag 9 kcre 10 vuws 

I I tnpe 1 2 wvhi 1 3 ocks 14 btdy 1 5 tuzq 
16 skkk 1 7 ajmg 1 H hmjl t Q mi hr 20 kglp 


replaces lost shielding, while tapping 1 
refuels the craft in question. 9 shows 
the current difficulty level, 7 speeds up 
the game and 6 brings up the pro- 
grammers’ test palette, of all things. 


CAR-VUP — 

Enter the following on the high- 
score table: 

WHOOPSlE - start off on the prehis- 
toric level 

PUSSYCAT - receive nme lives. 
BUMPER - give your car infinite 
bumpers. 

ARNIECAR - 100,000 bonus points 
WOAARRGGH - Gives you speed turn 
R J.TOONE - Infinite lives 
BARMY CAR - Gives 1000 points 
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Sume of these tames Were Sold At More Than OO Each! YOU get the 

LOT For Less Than £20.00!!! 

I his massive Compilation of FANTASTIC tames Normally Retails at 

hundreds of pounds!!!! 

YOU CAM LOSE!! 

Don’t Miss Out - Order NOW FROM: 

FU TURE SOFTWARE (T.O) 

Dept A. K Magnolia Park, Dun murrv, Belfast H I 17 OI)S. 

ALL AM1GAS - 1 AST DESPATCH ON ORDERS 
- OVERSEAS A1>D f2,IKI 


... STILL THE BEST 


COMPUTER-A-RACE+.... Cl 9.99 

THE FINAL EDITION 

COMPUTE -A- RACE* Oilers 
unri^alfed accuracy and unbeatable value 
( Amiga only! 

WHAT DOES IT DO? 

COMPUTE A- RAC E-r is a HarSe Racing 
Predtdlofi Program thai can forecast races, 
select betg, calculate return gnd much more. 

IS IT COMPLICATE D TO USE? 

No. features an ease ot urse. Wrihin days 
inputirlg a i Lice w II be seuund nalyre. 

WHEN SHOULD I ORDER? 

Now Betlmg far prolils IS belling Far fun. 


Cheques P.O^ pay able to 
HANDISOFT (Mail Order ONLY) 
HandisolL 37 Hearsab Lane, 
Spon End* Coventry. CVS 6HF 
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CP T V 
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ALL AVAILABLE 
TITLES IN STOCK 

7d tr cm V TITLES COMPATIfiLE WITH CD32 
30 + CDS? TITLES 1 3Q-> VIDEO CD TITLES 

SAr-'h'C ;■ PRtVF$ ,( to UP A ifHi ir MX - 1 WAHf- :,v $ 'x:k 

NEW RELEASES 


L liLlS W 

Jrl ;iQ M 

J^LOS 3= GLQPY SH « 
Si.i»KFiF.rAPo;j?rt?^^ 
JET5*F1KE LH-.tt 
A55ii55i4t -:nC’9» 
QEMO Mt Ht £itf H 
FRESH RSH ?! ri}'J} 

■ Till FHASS: iiiyjn 


it£LJ-i>n KIPT&£um 

i:i a nr *. - 1 ljb pa 
rdKCFflKCias.w 
t?/.er k. t tre m 

UAhl urri PI-C « 
AUhHT iWW 
CIM COLLECTION Q1H 
CLP ART PCX CHh.1t 

tkNI-fi ill. Ill l iL , J jfl 


200 l a L!iSe 


SPECIAL OFFERS 

ARABIAN NIGHTS C3.“0 


!HI$lS.iyS! A SMALL S-tlLLi tlflMCrf" ? H:- 
TTTLES & SPECIAL OFFERS WE HAVE 
PI F-A.se WRITE DR Rlhtf FQH IP - LATEST l ST 
W- ALSO STOCK THE CQiWlLTE AlMATHfcRA, 
DP lONiCA SQF I A WF IHD E^IE-NI^ RALvjF :-i 


CAPRI CD QISTRFBLinQN. 

DGFTGNEI .CAPFI *OJEE, il DEAN KT, MAH OVd BUCKS. 

ft 7 ^ 

TEiUFAX M S D2? 

Tfl>C€ EMILeR ES iWiLCQNE 



BUS STOP PD 


UTILITIES 


CATALOGUE WQRKSHH5P<21 

ICON DESIGNER 

GftAFmCa RIPPEH 

ELECTROCAD 

EMULATORS 

310 V2.0 

TCDL?g, 

NED Y3.2 
OPflCGMME 
LIT I LL OFFICE 
BUTCHER 

CARTOON SRUSHE3 
P.3. FONTS I'lfli 
TYPE I FONTS |£| 

D LOCK 

Rim DATABASE 

DISNEY CUPS 
PRO DEMO CREATOR 
d copy va.i 

DFAINT FONTS 1 1-DJ 
MIHIMORPH 
Vl^lCAt C 

CRUNCH AiJR COPY 
ST. MODS 1 10| 

J C GRAPH 
MAGNUM Yl.B 
EttSK OPTIMISES 
QUALITY CLJP&iS) 

OCTAUFD «DD3 5* 

AMIGA E 

SPECTRUM EMULATOR U17 
SPECTRUM GAMES (HV 
ULU NNLHS BENCH 

NO ERRORS 
ARC UTILITIES 

I SOn FIX DISK 
A.MICHECK 
N COMM V3.D 
PRINT A CARD 
SLIDESHOW MAKER 
MAVFRICK V5 0 
PAINT AND ANIMATS 
SFECTFtAPAINT 

lyapunGy ADA 
TYPING TUTOR 
OCA COPY 
BITMAP FONTS IS) 

MUSIC RIPPERS 
SKCK 


GLAMOUR 


Pi EASE STATE OVER tft 
Cf I ERRITY SPECIALS ^ 
CLASSIC GIRLS ■ 4> 

THE FQX 
SUPER GIRLS J 
F-FXY DROIDS 
HE Yd -HD -DRCE |2| 

SEXY DREAMS 
UTOPIA il l 
DO DER1K 
MARIA WHIRTAKf R 
KATHV LLOTD 
MAPQNNA 9EX W 
□CHINA -<2'| 

SABRINA ' 

TAT JANA 
MAYFAIR 
NAKED DREAMS 
BFPO |1| 

SEXPLDS1DN l l| 
STRIPSLOTTER 


GAMES 


GALAXY BLAST 
□ BLC 

SLY LH TITLES 

OLLUXE pacman 

BATTLE CARS 2 

■QUIZMASTER 

TOMCAT 

ATDM SMASHER 

CATACOMB 

CAMU GAMES 

TETRCN 

OHOSTSHIP 

POD 

TENNIS 

S1PIKL ID PIN 

POOL 

OLYMPIADS! 

OBI WKM 

SLAMHALL 

ARTKILLERUS 

SERENE 

ESCAPE 

NFk.HRDIJRS |2'| 
SKYFLTER 
TOTAL WAR 
CHAYE 
WREX 

BACKGAMMON 
SEA HCsST 
MICRGUARKET 
UR MEN OLYMPICS \2\ 
BILLY BURGLAR 
SUPLH ^-hix 
iflON CLADS 43} 
3QMIG5 

CASHFRUfT 

ODMIhCEE 

■JJRHY 

SCORCHED TANKS 
STEWARDS ENQUIRY 

SOLAR LWM 

VCHE33 
OAK ATTACK 
SON OF B L4GGER 
TANK N STUFF 
gW0*D OF WARLOCK 
SLIME 
GOBBLERS 
Ida DamES iti 


ACCESsomes 


P&PtHCltJnEQ 

1«] DAP BOX - E7 -W 

100 A COLOUR LABELS - E2.3G 

DISK DHIVfe CLEANER - tt.ft 

M MOUSE MAT - C3 M 

hrYirtl M0U5FMAT-Ca :i» 

son . + 6 mi i :tjg 

DUSTCOyERSi E2.99 

10 CAP BOX -CM* 

OUALOY OISKS - 50p 


MUSt€ 


PfT 3NDP BOYS 
JESUS ON E'S |2| 

DDDP 

lAWNMOWEPi DETKMZj 
MERCILESS 
AiAPALM DEATH 
KX> LANG 
MY WORLD 
MISERY 
SIMPLE MINDS 
SwLET CHILD 
JACK D€E 

TH1 UNFORQlViNfSIi 


LED DTC-RY [3| 

* FWDERS (1) 
CREAM TIPPING 
CL ASSIC MUSC \ 2 \ 

I LIFT MY CUP 
THf PHOClAIMERB 
AMSONhD 6 
FA HLIUHT 242 
TOTALLY TEKNO 


SLIDES 


CRT FOR DAWN 
THE PRISONER 
WATERSH1P DOWN 
DRACULA 
SI1AP R0N STONE 
YABi4 OASBA 
GIRLS OF RPQRT 
PAULINA 
MOVE STARS 
KDBIN HOOD 
CHCP 
FERRARI 
MOTORBIKES 
AIHCHAFT 
MAIVSA MANUALS 
tRUt Ui-UCj?) 
GARfiELO |2f| 
DEEPSPACFS 

IRONHAIDENrt^ 
'WENDY JAMES 
■J Ml H LNU RIX iZh 

C&RNCIRCLES 


nli*p Thfvi" I'i'h ill itB ■■ u 1 

■ H 1-411 E| 

m-I iiill li.ll iil ij.mil . iR U'lij iN-ii^f»i>.iiih' 

|ii it i^s .Al | it i "-.i 'i il kvr h#n>R 

■ mil iii NPli, 

Atkl'ltllHCi. W . HI HIlllllLlI IUI 

r%, h|Han, 

111 \i lilt irii-i ■. 1 il lEl SI il li rl I'll 

1 MliJ’. -.1 | IF 

IJIIIH WIMl pi 1 piHiSt 11 illliliptlJ 

1 Bfll'l 111 II t IF 

1 111 Ml Ml ' 1 1 I. II || ll.iklJ 11 , HpiHi 

i ii-'t p"r l< i ii p.x 


CATALOCUft DIG K AY AffljULE 
ALL DISKS fOl- EACH 

*■11 AM HAKE £ML CuLS Flh 
PATAB 4.il TO iUS STOP ¥ P AND 
■5 END IT WITH TOUH ORDFfi TO 

&US STOP P.D. 
fTJ^Fl WYClJFFi TLRPAH. 

Gil HORTON HOAD. tUT f K'RWOkTH 
LisCSSTER'SHIRE LE 1 7 *DX 

TEL .ll^JVJ.Sltdl 

lETWtiNtPN 4 S**T 

WOIMALIT DISPATCNflF 
SN JiHDUHS 

PAP SI)! FFR ORDEA, NOT PER Dl^P. 
EUROPE lit NR OI5K. B.O t.W. 5Qu 

nr mm 

ALL imis WORK ON ANIOA1 
ALL TSTLES ARE SINGLE DISK 
UNLESS OT HEP WISE STATED IN 
BRACKETS 



Play CHOOSE YOUR SUBJECT by picking your 
subject and answering at least 3 questions 
correctly to enter our prize draw OR INSTANT 
WIN by answering 10 questions correctly first 

time to win a prize 


your subjects... 


FOOTBALL 




BOARD 

GAMES 


TELEVISION 




POP 

MUSIC 


A RADIO CONTROL CAR 
LIKE THIS COULD BE YOURS 
BY GETTING 
TEN Q&A’S 
RIGHT PICKED 
FROM ALL 
SUBJECTS 
FIRST TIME 


n 0891 300 129 



FANCY YOUR 
CHANCES OF 


A SEGA 

GAME 

GEAR? 



^ 0891 300 131 



JUST ANSWER ALL TEN 
QUESTIONS 
CORRECTLY FIRST 
TIME, PICKED 
FROM ALL 
SUBJECTS AND 
YOU’LL INSTANT' 
LY WIN THREE 
TAPES OR CD’S OF 
YOUR CHOICE 


^ 0891 300 124 re* 0891 300 123 



v 0891 300 122Ve 0891 300 125 


If you are under 1 B or don't pay ibe phone bill, gel permission before dialing. Calls cost 
jgp'rnin cheap rale, 4Bp'mki gt all other times. Max length 7.5 mins (C3.&B Maxi Non- 
jnstani comps end 2BYM3. Winner picked al random from draw & told by post. Rules wnr 
ners from Shpn, 4 Walnut Tree Park, Walnul Tree Close. Guildford, Surrey GUI J I A 





















Well the festive season is upon us r and the stockings are burning gently in the fireplace 
while the smoke detector sits helpless due to uncle Bob having put the batteries in his new 
Casio keyboard. Oh look, Santa's brought me some tips. How very original. 



BANSHEE 

Core 

Ta to someone by the name of r he Sas 
67 r from Ecclcs who, though having a 
&tupid name, has sent in a cheat for the 
A GO version that gives you a level 
skip. Simply type in TLEV1 7 ' on the title 
screen or during the intro and press 
return (press any F-key to jump). Also, 
enter 1 AM EXQUISITELY EVIL' at the 
same point for a bit of fun (if you con- 
sider killing polar bears to be fun!) I also 
happen to know that CD32 owners of 
the game can get the 'Gore mode" by 
entering a high score as MARY WHITE- 
HOUSE, while KANNIJADE KREW gives 
you invincibility with the option to skip 
levels by pressing the two shoulder but- 
tons together. 

SENSIBLE SOCCER 

Renegade 

ir... thanks ever so to Ben Riley from 
West Australia lor this, well... wonder- 
ful little idea for the supremo soccer 
game that is Sensi. What you have to 
do is, at about the 90th minute of a 
game, position one of your men over by 
the boundary line to the right of the 
screen- When the Final whistle goes, 
your man will be the first off the field 
and into the changing room. This 
means that he'll get a nice hot shower 
and be all happy for the next game 
Yes. Thanks for that. It's truly brilliant 
(have you considered counsel I ing?) 

QUIK 

Titus 

Thanks to the numerous people that 
have sent in this little discovery on the 
Titus plafformy romp. On Desert level 
2, when collecting the clock, walk off 
the left of the ledge and the level will 
be complete. Stunning I! 

ALIEN 3 

Virgin 

Once you're into the first level, by tak- 
ing out disk one and replacing it with 
disk two, you tan move on to a later 
level after letting your time run out 
m {the chest bursting bit an' all). 
Ignore the briefing screen, and get 
to some serious alien bashing! 


FRONTIER 

Cametek 

I'm still getting tons and tons of queries 
about this classic, so needless to say I 
was more than thrilled to receive a new 
bug/cheat from an Inge Rafteseth of 
Norway. Thanks very much indeed 
mate, and the cheat goes, a bit like 
this... 

1 . Buy a Tiger T rader, but don't both- 
er with a crew. 

2. Sell the hyperdrive and buy 10 
MB4 mining machines and an escape 
pod. 

3. Now simply activate the escape 
pod and then land it. 

4. As usual after ejecting, you'll 
receive an Eagle Fighter (20 tonnes} 

% t , Ah! But when you check the 
inventory you'll see that the MB4s are 
still on board! Sell these, and apart 
from making a bit of dosh back, you'll 
increase the Eagle's capacity to 320 
tonnes. Hello! 

This ship can hold up to a class 6 
drive, giving it a range of 288 light 
years? Even with a class 4 the range is 
128 light years and formal' jumps only 
takes hours, Needless to say, this ship 
is ideal for those nasty timed military 
missions (and just about -everything 
else!) Incidentally, does anyone know 
what jr Jassa, du kan Norsk? Megei bra, 
meqet bra" means? My guess is 'Dp 
you speak Norwegian? Very good r very 
good' 1 but I'm not sure! I just like it 
because it includes the word ! bra" 
(chortle chortle!) 

PRE/Ui* MANAGER 2 

Gremlin 

Well you've asked and asked, and I have 
reluctantly agreed to accommodate all 
the sad perverts out there (which 
sounds a bit suspect in itself) by print- 
ing the infamous 'Breasts and Legs' 
code for the dub secretary Just don't 
let anyone know I was the one that 
told you! Go to the phone and type 
0898 69 r You'll have to work out what 
else to do for yourself! 


GL.OBDULE 

Core 

Thanks to the many people who'vp sent 
m the World codes for this recently- 


budgeted puzzler, And the complete 
list goes... 

1. HfCNASAKEZDV 

2. UDDCASNZFZDV 

3. TLPPASNQEZQZ 

4. SHPWASBNEZEP 

5. UAQNNTOGEZDR 

6. EZPSASBREZRX 

7. WHQtjASSBEZUJ 
e. 5 VC) BASS S£Z VP 

9. SKCUNVNNSBDR 

10. FGCOMWNHFCDR 

1 1 . VGPHGM AASSDR 
12 GOEBOQtiUSWDR 
13. RYQGOYMZGEOR 

KID CHAOS 

Ocean 

Denis Wilson has very kindly sent in 
some codes for all the worlds on this 
interesting little platformer. 

Secret Garden — NONE 
Toxic Wasteland — LILBDKEAJNA 
Toy Factory — N M O H C KG LG AB 
Techno City — FFQGGAAICKTN 

SUPER STARDUST 

Team %7 

Ta to regular tipster Alex Simms for 
these loverly little codes. 

BZZZZZZZZZR — Warp 1, with 25 
lives and full power-ups 

cxzzzxzwwqs — Warp 2 and spe- 
cial mission, plus 20 lives 

DWZZZWZTTLD — Warp 3 With 15 
lives 

ENZZZTZAIPO — Warp 4 and special 
mission plus 10 lives 

ZZZZZZZZZZZ — Cheat mode =35 
lives and full power-ups 

RAILROAD TYCOON 
CIVILIZATION 

AflicroProse 

A little chunket of software doth flap 
its pretty little wings towards a Mr Mark 
Elliott of Nottingham (who's been with 
us since July H 92 — good fella!) for 
sending in a couple of cheats for the 
two excellent Sid Meier classics above. 
Firstly, Railroad Tycoon,,, Okay r first 
freeze the game and go to the Regional 
Display. Now put the mouse pointer 
over the area that displays your money 


and press SHIFT and the number 4 (for 
the 5 sign). Each time you do this, you'll 
receive an extra half a million doolons 
once you go back into the game, Next 
up is a cheat for Civilization that allows 
your settler units to perform their tasks 
in just one turn... When you've set a 
settler unit to work on, for instance, irri 
gation, dick the mouse on the settler 
unit again and a box will appear in the 
centre of the screen with the settler unit 
having an T on it. Click anywhere in 
this box and the settler unit will start 
flashing. Press T again, and then repeat 
this process five times, and the square 
will now be irrigated in the same turn. 
This also works for mining (10 turns) or 
roads (2 turns). This is incredibly use- 
ful, especially on the two harder levels 
when you have to expand very quickly. 


AUIv 

Psygnos is 

la very much and cheers to young 
Kevin Hoyle from Bolton for this little 
gem. By preying Esc on the title screen, 
a password screen will appear. Enter a 
string of zeros, making the last digits 
show the level you want {i.e. 
0000000010 = level 10). Do it quickly, 
as the password screen goes again. 

FI GRAND PRIX 

Micro Prose 

Nicholas Hart from Luton has written in 
to say: As this has just been released on 
budget, I thought you might like to 
know this little cheat. If you're not 
doing too well^ pull into the pit lane, 
but don't go into the pit. Now wait 
until the race has been won r then ac cel 
erate. As the race is already over, they'll 
not change your tyres, but they'll say 
you've won the race! 

THEME PARK 

Bullfrog 

We' vp had tons and tons of requests for 
Theme Park (A1200) cheats, so do try 
out this little doobie, as suggested by 
Glen Clough of Newcastle: When asked 
for disk 3,, hold down the C key and 
insert the disk. Keep the key held held 
down, and when the game continues,, 
you should havp tons of money. 
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Look. Let's get one thing straight. I've got a 
huge pile of games here. Some are great, 
some are not. When it comes to Snip Tips 
and Surgery prizes it's all very 'lucky dip'- 
like, so stop sending back the crap ones, you 


ungrateful gits. Yours, 

Dear Matt The Medic, 

I recently bought King's Quest 6 and 
am seriously stuck in the catacombs, 
Can you draw me a map? 

Ian Degaetarro., 
Mater. 

ten. I'm afraid that space doesn't aifow 
me To draw you an entire map for that 
level, hut i c an at least give your the 
solution for the catacomb area. Just 
stop reading when you want to carry 
on yourself ( it'll make your game last 
longer believe met) Okay ... walk N, N, 
E, E, N to get to the skull room. ' Hand 
on' the pile of skulls to take one, and 
Walks, W r W T N, W to spike maze, Get 
through (1st time only) and walk W, N 
to room with shield. Take shield and 
walk N. iV r N, W r W to crypt , Take coins 
from dead man's eyes and walk f, E t 5, 
E to crushing ceiling room and throw 
brkks mto gears to stop crushing Walk 
£ E, N, E to trap door and fail to level 
2. Use tinder box on Alexandra 5 eyes 
to light room and walk W, W, W, W, IV, 
S, S r E to find cul-de-sac room. Use hole 
to Zook through wall and Spot m/no- 
taur. Walk LV, W, W, 5, 5, E r S, £, «E r N, 
E, N t N to find entrance . ‘Hand on' 
tapestry to open door to fain and walk 
over to pit and use scarf on mlnoteur. 
I/Vatcb minotaur and ceicste cartoons. 

Dear Matt, 

I've been playing the brilliant frontier: 
Elite 2 for ages now, but every time S try 
to complete an assassination, I just end 
up sitting there whiie my target; does 
nothing. What am I doing wrong? 

Paul Flint 
Suffolk 

Basically, the assassinations are hard 
enough at the best of times, hut there's 
also a bug in the game that means any 
targets launching from an orbital sta- 
tion, er,, T won't, ft's a fed not worth 
bothering unless you r ve got a htgh 
hyperspace capability , a hyperspace 
analyser and a radar mapper. Don't 
start fighting around planets as you W 
get into trouble with the fuii, so just 
launch a few naval missiles and bugger 


Matt The Medic. 

o ff into space as soon as possible. 

Oh, one other thing. I've had quite a 
few peopfe saying that the Frontier 
cheats I give out don 't work. This is like- 
ly to be because bugs which appeared 
in the original release have been 
removed from later versions, Shame. 

Dear Matt, 

Alright. I’ve killed lots of things, I've 
sold lots of things, and I've flown 
around a lot. So why the bloody hell 
can't I get above Dangerous as far as 
the Elite rating in Frontier goes? I was 
under the impression that it didn't mat- 
ter how you played the game, but my 
trad i ng/pa ssenger tactics o bvi ou sly 
aren't doing the job. What should I do? 

Dave Wright 
Portsmouth 

Though you can play whatever soft of 
game you fancy within Frontier, ft will 
affect how fast you progress because 
you ob viously won't have as many bat- 
tles as a trader as you would as a pirate. 
There's a simple currency system 
employed which basically says that for 
every 256 ships you kill, you got a 
"Bight on Commander " message. To 
get up to Competent you need two 
messages, to get to Dangerous you 
need four more, and a further eight 
more to gef to Deadly. After another 
sixteen you'll get to BUTE, but this 
means, maths fans, that you must kill 
more than 7,500 ships/ 

Pear Matt, 

When all else fails, grovel, so... 'Oh 
great master, the ai I -knowing one, the 
orade of that which walks this Earth of 
ours, can you help me, please? (I like 
that. Nice opening MTM} I'm trying 
to play Dark Seedj but I can't make any 
more progress. I've been through the 
mirror, got the microfilm, taken it to 
the library, read it, got the stone and 
car keys, energised the stone, but can't 
get any further, I tried to get the back 
issue of The One with the sotution, but 
it was sold out Please help. 

Mervyn Stutter, 
Clacton-On -Sea. 


I d just like to take this opportunity to answer a particularly nasty 
letter I've received accusing me of not doing my job in the surgery 
and leaving rt to the other readers. Sod off you git! There 




Jason Bentley from Somerset would like 1o know how to get the 
last piece of the fto'geld from the room with the seven monsters' 
heads opening and closing. 

* Just to annoy a certain miserable git by the name of Luke that 
bloke from! Seaford' fl“ve decided to do cxactfy what he asked me not 
to do, and ask the readers if they know how to caPI the cab to send 
Sweet Cheeks back to the station, because I don't. It's good being a 
reviews editor isn't it? Aha ha ha! 

* Ian Bar stow from Redditch cant kill the octopus boss in Chuck 
Rock 2 An 




* Special Nurse Godfrey McCarthy has sent in a reply to Michael 
Winning's plea for help with The Killing Cloud, saying that though he 
doesn't know any codes, he does have a cheat Type in 1 KILLING (try 
it with and without a space just in case] and you should get 2S pups 
and nets. 

* Top Doc Nicky Cusimano has a cheat that should help November's 
Gary Bradley on Viz. On the character selection screen „ type in (and 
because of censorship you'll have to guess what this says ..J 'WHAT A 
GREAT LOAD OF GO OGKS The border will change colour, allowing 
you to skip levels by pressing 1-5. 







Firstly Mervin, please don't ever write 
to me again if you intend to use your 
silly calligraphy pert. Though I realise 
Some consider it an art form, I consider 
it an extremely silly thing, making sim- 
ple tasks such as reading letters turn 
into enormous half-hour long affairs, 
where various members of fhe office 
Staff try to guess wbaf fbe words are 
meant to say {of course, I forgive you 
thanks to your intro!).. 

Anyway, Dark Seed.,. Obviously 
there's no way for me to cfiecJr that 
you Ve done everything necessary 
before the things you mention in your 
letter ; but here's what you need to do 
from the given point. Once you Ve ener- 
gised the stone, use it on the axe to 
mafce a hammer fra ire to/s for the mir- 
ror). Return to Earth and go to toe car. 
Pour the scotch into the gas tank and 
slide behind the wheel to use the keys 
on the ignition. Cross the portal one 
last time and enter the space craft. Use 
the gloves on toe lever to initialise lift- 
off then run out side. After this, you 
should be able to get to fbe end with- 
out too much trouble. Good fuck mate l 

Dear Matt, 

I'm aware that there are some special 
codes in the excellent K 240 that allow 
you to build faster than normal and 
such. Do you have these codes? 

Mr S Pearce . 

Nottingham 

indeed, Mr s, I do have these codes in 
my position, and am quite happy to 
divulge the information as long as you 
realise that it really does bugger up the 
fun of the game, and I personally would 


recommend you play the whole thing 
without them. Oh well, 'S', you've been 
warned.,, 

SKYSCRAPER [return] turns the quick- 
build on and off, 







PANEL [return: brings out standard but- 
tons onto the screen, After typmg, 
rotate the asteroid once to activate. 
NASA [return] followed by a number 
gives you; 1 - Assault Fighter^ 2 - 
Combat Eagle, 3 - Scout. 4 - Destructor, 
5 - Terminator, 6 - Transporter, 7 - 
Battleship, 8 ■ Space Dock, 

ICEMAN [return] freezes all asteroids, 
Repeat to turn them back on, 

WIDGET [return | gives you all the 5cb 
Tek blueprints. 

LOADS ADOS II [return] 100,000 credits! 
1CBM [return] gives you four of every 
missile type, as well as four satellites, 
TELESCOPE [return] makes all the aster- 
oids on the map visible, though you 
can't travel to any as yet 'undiscovered'. 
LEMNNGS [return] adds 5Q people to 
current asteroid. 




Yes, that's it for IBM, but I'll be 
back in 1995 with much the 
brjme old tosh and Monkey 
Island queries (yawn). Don't 
forget, get your quest iom and 
answers in to: Matt The Medic's 
Games Surgery, The One, Priory 
Court, 30-32 Farringdon Lane 
EC1M 3AD. And don't phone, 
because I'm oft to get my «^ars 
plugged up wilh some sr rum- 
my figgy pudding. 
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OF KIT AND 


GAMES! 


John Menzies 


John Menzies fit association witfi ivSe^gTl Software, 
the people who brought Syndicate (SNES) and Inferno into 
our homes, are offering one lucky person the chance to 
win loads of console equipment! What's more, their gen- 
erosity does not stop there! - 50 games from a selection 
of Ocean's extensive multi-format catalogue will form the 
equally Impressive runners-up prizes! T hese fabulous 
prizes are brought to you by ific-e-giT top newsagent 
John Menzies, and ENIAP Images, the leading light in 
video game magazines. Entering the competition is sim- 
plicity HseK. Just follow these pointers; 

* Go into your local John Menzies store. 

* Pick up an entry form and answer the three easy 
questions on it. 

* Mark your name and address on the space provided. 

* Post your completed entry to the name and address 
stated. 

The entry leaflets will be in all the UK's John Menzies 
stores between 20/01/95 and 24/02/95 , so make sure 
you get down there pretty smartish, as the competition 
closes on the 4th of March 1995. 
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Ever wanted to sail into the sunset? Visit 
ports of call known only to grizzled I8lh 
century sea captains? 


J nen lei our unique tirst -person 
perspective and stu ruling 3-D graphics 
put the wind in your sails! Swash buckle 
away as you trade goods, vanquish enemy 
nd create routes to riches , Take 


sh kps a 

time to gossip in local taverns, repair 
can non ha I J damage, and stoke up your 
crew s morale- (A little ruin, perhaps?) 


Chart your progress with our authentic 
navigational aids, and revel in a world 
long gone: Where fortunes are fiercely 
defended, and only skill stands between 

■ ‘v 1 

you and the deep blue sea! 


Features 


Variety oi goods to trade and 
passengers to carry, 

Command a crew of soldiers, sailors 
and apprentices. 

Defend against pirates and enemy 
men-o'-war. 

Buy am! enhance ships from 
several models. 

Highly intuitive inteidace. 

Dynamic pricing and political models 
Strong rcplayabiiity., 








Trawl lit nWj m work itfrie^ 



^ exotic port* itit many amllntnht Etiyay? entmy dfapj m realitiie » atffl&ai 


Impressions 

© 19!M IrtlprvMHLCins Software, L nil 9, Princeton Court, FpIsKsri Rn;ut, Putney, London 5W15 1 AZ. IMV1 Pt; '\i rrH'n=ih<iik mny vary 
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ZONE 


Snow is falling. All around me. Children 
playing. Having fun. Right! We'll soon put a 
stop to that. Here's Matt Broughton to 
scare them all with his enormous PD. (I 
think you know what I mean). 
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^1 ER IK '0 oonQQO diioirtr »ill Erik, crossly,,. 
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ERIK 

FI Licenceware, Disk 
FI -048, £3.99 

F rom Confused Pelican Soft- 
ware (the gent behind Mor- 
ton's Strikes Back, BO percent 
Last issue) comes Erik — a Viking on 
a mission. Looking very cute and 
playing like a sort of slower and 
more platform -based Qwak copy, 
Etik is a very polished game indeed. 

Your basic objectives are simple 
enough; just stay alive, collect as 
many points as possible, and grab as 
many gems as you can to use as cur- 
rency when buying more powerful 
weapons from the occasional witch- 
es shops that pop up. It's standard 
platform fare, with spikes dropping 
on you, snails biting your ankles, and 
keys needing to be collected to move 
on to further levels. 

Most of the enemies in Erik are of 
the 'set attack pattern' sort, with 
aimless platform wandering tactics, 
while the odd intelligent opponent 
chases you around the game area. 

Erik is armed with an infinite sup- 
ply qf spears to lob at anything he 
fancies, though by entering the 
aforementioned witch supply shops, 
three-way shots, fireballs, shields, 
and all manner of helpful power-ups 
can be pur- 
chased. Other 
than that, it's 
really a matter of 
either getting to 
the key and exit 
as fast as possi- 
ble (there is a 
slight time limit) 


* 00055 


or trying to get all of the gems 
available On that level. 

The game is excellent in most 
areas, apart from a few niggles 
with silly play-spoiling features. For 
instance, there are some areas on 
each world where, once you 11 re in 
line with a certain level, an arrow 
will appear from the side of the 
screen and stab you. Unless you've 
got the Force on your side, or Super 
cat-like reflexes, these invariably kill 
you, leaving an extremely unsatis- 
fied taste in your mouth (just like 
drinking Attrill's Imperial Sloe Gin, 
I'm sure). The only way to find them 
is to die -by-error, and never do the 
same thing again. This is all very 
well and groovy, but bloody annoy- 
ing if you're on your last life, hav- 
ing managed to avoid all the bad- 
dies, and then shuffled off because 
of a mystery arrow. Pah] 

Anyway, this is not an extreme 
pain, but when you have to keep 
playing through the same five lev- 
els just to get back to the last 'mys- 
tery death', you start wondering 
just how long people will be both- 
ered to play. Pretty smart, but not 
exceptional. 

OVERALL: 77% 
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id ran dawn 
to the pillage 
shop to pick up 
his slaughters 
ticket 
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FRIDAY THE 


13TH PART X 

Software Expressions, 
No 0330 

E “| rm... yes. Well you certainly 
can't accuse this of being a 
"normal* game, because to 
be guile frank, it's as weird as the 
idea that Andy might be attractive 
to girls. l\lot exactly scoring highly 
m the 'subtlety stakes', Friday the 
13th t omes complete with the hon- 
est banner, "Jason gets a bit bored 
of all the touring, and heads back 
to Camp Crystal for some senseless 
slaughter." Good idea. 

Wh.it this actually boils down to, 
is a strange little game that looks a 


BEAVIS 'N' BUTTHEAD 
BREAKING THE LAWN 

Online PD 

A few months 
ago we saw a 
Dan germ ouise 
game that was nothing 
more than a Hunchback 
clone (though quite a 
good one) with Danger- 
mouse graphics and a 

couple of relevant sam- 1 

pies. Well B r n' B is much the same, 
only this time basing itself around 
the Commodore 64 classic. Hewer 
bovver. 

For anyone not familiar with 
Beavis and Gutthead, they're basi- 
cally a sort of cartoon Wayne's 
World couple (not Biblical, surely? — 

Andy,), born of MTV, and heavily 
into Metal Music, slagging off pop, 
making money without having to do 


any work, and sniggering a lot. 
Especially while in school. 

For anyone not familiar with 
Hovver Bower, it was a simple yet 
enjoyable gardening game, in 
which you had to drive around 
increasingly weird gardens, mow* 
ing grass and avoiding angry gar- 
deners and mad dogs. All this while 
trying not to plough down flowers, 
crash into walls, or fall into ponds. 
Simple stuff I know, but hey^ that's 
what classics were like back then. 

B 'n r B really just puts the two 
things together, with a fairly accu- 
rate conversion and some nice sam- 
pled voice-overs and sound effects. 
The MTV sick sense of humour has 
found its way into the game, with 
bonus points being awarded for 
mowing over toads, and the two 
delinquents sniggering at you every 
time a flower is run down. Cool. 

This is the first Hovver Bovver 
copy I think I've seen, and though 
quite accurate as far as I can 
remember, does very little to the 
nostalgia buds simply because, in 
retrospect, the game isn't actually 
that 'classic' at all. Sbame. 

(f you're a Beavis and Butthead 
fan, you'll probably get a few 
chuckles out of this, but other than 
that, there's no real reason to Over- 
ly recommend this to you. 

OVERALL; 70% 
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eaders, forgive me. I've 
committed a terrible sin. I 
condemned a piece of soft- 
ware to the back of my drawer 
without having looked at if prop- 
erly, and it's only now that I've had 
a clear out, that I've discovered a 
really excellent little hit of PD. 

Marbles is nothing new to J PD 
Zone' in concept, being a puzzle 
game of the 'tumbling tiles' variety. 
The difference here is that while 
most of the general offerings try to 
succeed by adding tons of features 

— thus complicating things — Mar- 
bles sticks to just a couple of dif- 
ferent tiles, confident that the level 
designs will shine through, Well 
done. They did. 

If you haven't seen a game like 
this before, the rules are quite sim- 
ple. You control a marble that can 
roll, and has one simple aim m life 

— to get from a starting block to a 
finishing block, collecting all the 
jewels on that particular level. The 
only problem that faces said mar- 
ble, is that as it rolls on and then off 


MARBLES 


v. 'i isl HB I TJ.v, 'i “ 
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The new album by ftflike Oldfield 
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a tile, the tie dma&m ms. that l 

any attempt to roE Alt tgranr 1 
again will irenAii A— AwA. it's | 
therefore down id jam w d i m the E 
route r making s in Apt fom iw r ; 
have to go bock on ppEl Hist is j 
unless you're aflo*ti lS 

Ah! Yes r some of Ad Aas mM As - 1 
solve only after two AkA oA- i 
ers are poisone : i so Md- \ 

ed at all costs. FtiA AiAA : 
bombs that destroy Ac M^tcrnC j 
icons, teleport blocks Aai AAA rtm \ 
away to that tile's twn A 1 Aj 
with arrows that 
you to move on in t-a: 

Though the beaj% e J 
usually lies in clever level icsfik 
Marbles goes one sfea 
allowing you to swap _ r ■ *- 

tiles around the screen Sc a-*^*-*- 
you'd usually just have ■- . : «. 

which path to take, you now effec- 
tively have to lay the poA first 
Believe me, ft s ewi 
harder than if so^- - 
To be holes' 
wouldn't genera * z h* 
a game like th s : oc 
much of my time 
found the game so ■ti- 
trating, yet re ware - z 
that I've spent more 
time on thiis than most 
of the other games 
If you've never 
played a game like this, 
or even tried anything 
vaguely puzzle-like, 
grab hold of this imme- 
diately ■ — you won't be 
disappointed. fOh, did I 
mention there's an edit- 
ing facility as wefl? 
What a barg r !) 

OVERALL! 90% 


op quality poo r is a phrase 
that instantly springs to mind 
the first time you load up 
en Attack. To suggest that this is 
~ = r . the sort of thoughtless crap 
■“ 5 ves Public Domain software a 
hA name is an understatement. 

the authors have man- 
*o combine unoriginal game 
t s - sg ish speed, enormous and 
A w g graphics, and musk that 
mAi A a four year old child 
ft jn g ng fA hands on the lower and 
' : - t • octaves of a piano, to create 


...sounds like this. 


*" -*ost pointless Space 
l nAP ciooes ever 
I firtl A* a bit of 
a grt *or feeing so 

bkjTfX 

th s s a 
FD gaffes pro- 
C^cer t"!«nk ci 

best to nip them in the bud, as it 
were, because if they intend to pro- 
duce any more software like this, 
they should think about a career in 
the w dear ->g industry. 

1 lo ad e d t^» the five level PD demo 
first ana as you might imagine, 
didn't find it exactly challenging. 
What with e^eryl*' ng moving at a 
centimetre an hour, not to mention 


, ..though 
l"ve never 
bean 

a certain famil- 
iarity' with the con- 
cept, I completed the entire demo on 
my first go, only to be told that the 
Veal r version was available by send- 
ing off five quid. I think not, 

The graphics are certainly nice and 
/big,, but so what. Who real- 
ly cares if there's another 
Space Invaders clone. There 
are so many PD authors out 
there writing top notch, not to 
mention original, concept tiffes, 
we really don't need this sort of 
tosh any more. 

There are a few vocal samples 
in there, not to mention some hor- 
rendous music, but other than that 
it's just 'leftright-fire' from hell. I 
didn't think we were likely to find 
anything as poor as Mr B lobby in this 
issue, but by buggery, we have, Andy 
(for once) was incredibly close to the 
truth when he saw Clique's logo, and 
wondered casually if the company in 
question was oddly-titled 'taque'- 
OVERALL: 44% 


bit like Atic Atac (an extremely old Every now and 
' room -to-r coin' game, young fans) then you'll randomly 
but actually has best part of nowt come across a ran- 
going on. dom policeman in a 

You're Jason and, armed with a random room, who'll 
trusty blade and scary mask, have to do his best to shoot 
make your way around a maze-like you. Needless to say r 
house, looking for young ladies to r it's at this point that 
er... well, knife to death, really you need to turn 
{Would you mind coming down to around and sod off mucho pronto. Oonald thought fi© J d won fir*t 
the station for a quick chat? — The The sound effects are pretty limited.. P r * ZG ,n ITV * !4tm Oiia r 
Dodgy idea police.). Most of the with just the odd swipe or scream CDmp * tl * iorv " 
identical rooms are empty, but when effect, while the background music game play, and you certainly won't 
you do find a young female, she sirct- is a sample of the excellent Flashback be glued to your screen for more 
ply stands there, allowing you to get music (call in the legal department, than about HO minutes (if that! ) T so 
into position and, ah, introduce her methinks). it only remains for me to give it a 

to your utensil (that's better! — TDI The game is only worth looking at mark. And that will be... 

PD). You get a hundred points for simply because it's so strange and OVERALL: 59% 

every death, and that's the game] revolting. There's no longevity m the 
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TOM SON'S LOCAL 

* Online PD, 1 The Cloisters, Hah 
sail Lane, Form by, Liverpool L37 
3PX Tel (0704) 834335 

* FI Licence ware, 31 Wellington 
Road, Exeter, Devon EX2 9DU 

* Software Expressions! 117 Ken- 
ning ton Ave f , Eishopston, Bristol 
E3S7 9EX 

Tel {Q272) 425987 

* 17 Bit Software, 1 st Floor Offices, 
2/8 Market Street, Wakefield, West 
Yorkshire WF1 1 DH 

feh 0924 366982 

* Cliquy Development, 18 Arras 
Close, Burton Road, Lincoin, Lines 
LNl 3UE 



(Cheques and PGs made out to 
Roddy McMillan) 





THER THINGS TOO! 
^.of 2 1st) Century 


Y es [ indvedtf Ever 

being referred to as 

Sex', 'Mr Trendy' u r 

Pants ? Well now you can 
from the last one, which is just a bit 
of fun, gawd bless ya J ) with our 
super- sexy Pinball ff fusions give- 
away extravaganza. 

Picture the seem,- there you 
are r walking down the High street 
in your nsw brown corduroys, 
white socks shimmering from 
above your grey slip-on Hush Pup- 
pies, smelling of Old Spice and 
clutching your stylish Salisbury's 
bag. Can you look any better? Is it 
possible? Well sod me if you can't ! 

We've got the latest in fine qual- 
ity merchandising just gagging to 
be spread across your back and lov- 
ingly penetrated by your arms. It's they're hand 
a packet — but ft's also a way of life, ed r or scrawl 
Watch now, as I get a bit carried dead relative, 
going on and on about flamboyance 


ncied also there do exist man/ frl 
Mr untold goody bags sumptuously 
Mr layered with 2 1 st Century toys such 
(apart as badges, posters, T-shirts, Jane 
Asher, and Dame Tbora Hird, 


away, 

something that though just a nice here. The entries will be judged on 
jacket in real life, suddenly a general feel good' rating, so 
becomes an item of worship sim- dcm r t worry if your-* is only black 
ply because it J s in one of our com- and white, you do still stand a 
petitions. chance even if you know that some 

Wow! Cor! And exclamation! Johnny Sadsod-Pickorinq has sent 
Punch me squarely In the face if we in a fifteen foot, full-colour poster, 
haven't got one of the damn things The first prize will be the jacket 
here, and though it pulses with a and a copy of Pinhall illusions PLUS 
life of its own, it could be your* to a goody bag, while five runner-up 
have and to hold from this day prizes of game copies and goody 
forth But soft what light from bags will also be chosen. Usual 
yonder window breaks?' 'Tis rules apply, etc, and ^ 
indeed a load of Pinhati fusions you've got until the ♦ 
games also up for grabs. Can 2Sth of February 
things possibly improve? YES! YES!' 1*995 to get your 
YES! (you really should stop drink entries in — so get 
ing all that coffee, Matt — Haz.) For scribbling! 


Er. hullo, took, I know that some ot you are a bit twisted, 
and the temptation to fill your pinball table with naked 
Cheerleaders, all supple -bathed, warm, athletic, stretching 
their bodies in ways that... er, sorry. What? Anyway, 
yes, dS 1 was nearly saying, don't be doing anything 
rude on your entries because we ll h* printing the 
best Of the bunch in Eater issues. Thanks. 0h r and 
sorry about that cheerleaders bit. You know how it 
is. Those downy thews gyrating,, faster and faster. ^r r 
Coaches full of them. Calling tn me! "COME 
TO Mi" they call. "COME TO M£! ,J on and 
on, ringing in my head. Will they never 
leave me? Will they never go? (Erro... I think 
now would be a good point to ’attident^Hy' run 
\ out of space on this page. Matt's collapsed. - Andy.} 
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JOYSTICKS 



AWARDS 1995 














P Images 

honours the greates. 
achievements of thi 
games industry 
annually with our 
glittering Golden 
Joysticks awards. 

These prized trophies 
are honoured by the 
industry more than any 
others - because they’r 
the only awards that 
you, the readers, vot 
for. And the time has 
come once again for us 
to poll our readers. 
Simply fill in the form 
below and send it off to: 
Golden Joysticks 1995, 
c/o Marketing 
Department, EMAP 
Images, Priory Court, 
30*32 Farringdon Lane, 
London EC1R 3AU. 
Every entrant for the 
awards is automatically 
entered into a special 
prize draw, and the 
winner walks away with 
£500 worth of software 
for his or her machine! 





vote now and you 
could win £500 worth 
of software! 


BEST COMPUTER STRATEGY SIMULATION 

This category covers many several genres, specifically: racing simulations, flight si ms and 
war games, Vote for your kvounte of 1994 hem. 


BEST COMPUTER STRATEGY/SIMULATION 


BEST LICENSED COMP 
Which arcade conversion, 
in 1 994 ? 



title or movie lie-in appealed lo you l he most 


BEST LICENSED COMPUTER GAME 


best original computer game 

What was your favourite game of the year which DIDN'T roly on an official license? 
BEST ORIGINAL COMPUTER GAME: 


BEST MULTI MEDIA GAME 

The huge storage space of CD-ROM h^is enabled programmers to create incredible 
software that fust couldn't be done on a normal, floppy disc based machine. Which CD 
JW.oufld you rale as the best of the year? 

BEAT MULTIMEDIA GAME: 


title 


BEST ADVENTURE GAME 

The adventure game market has remained extremely strong over the last year with some 
very commendable releases for all computers,, Choose your favourite here. 


BEST ADVENTURE GAME 


BEST ARCADE CONVERSION GAME 


Conversions Of BjfOade games 
here, 


popular as ever - vole tor your favourite of 1B94 


BEAT ARCADE CONVERSION GAME: 


COMPUTER GAME OF THE 
Wh Ich game overall would you rank 


the greatest ol 1994? 


COMPUTER GAME OF THE YEAR 
SOFTWARE MOUSE OF THE YEAR 


One of our most prestigious 
the great est quality and prot 


Which games producer do YOU think has maintained 
best games in 1994? 


SOFTWARE HOUSE OF THE YEAR; 


BEST COMPUTER PROGRAMMER OF THE YEAR 

As well as bestowing awards on tne software houses and the games thermae Ives , we can'i 
forget some of the most important people In the industry - the people who program the 
games. Which .individual or ream; do you rata as the best programmeds) of the year? 

I BEST COMPUTER PROGRAMMER OF THE YEAR: 


BEST AD OF THE YEAR 

A decent marketing campaign can be the make or break of a particular game or brand. 
Which advert in particular stood out for you? It could be a gamo ad, hardware ad -on TV 
radio or ;ln the y ernes magazines. 


BEST AD OF THE YEAR 


PRIZE DRAW FORM 

Name:.... 

Address: 

Telephone Number: „ 
Machine Owned: 






Publisher' Virgin 

Issu a Reviewed: November 1994 

Amazing animation and gorgeous graphics in 
this platform conversion from the Disney 
nveme . Shorter than some, but longer than 
your Average magic carpel ride, Aladdin 
takes the Amiga by the scruff ol Ihe neck 
and bellows 'A Whole New World" in Hs face. 


- 


90 


Cannon Fodder 


Publisher Virgin 

Issue Reviewed: December 1 993 

War s according to those wacky Sensible 
boys, has never been so much fun, and we're 
inclined io agree. It might look like e simple 
run around and blast everything affair, but 
there 1 ! a surprising amount Of strategy 
involved if you're going to make it to the end. 
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Publisher: Domark 

Issue Reviewed: February 1 994 

From the Frenchmen Who brought you Woom! 
comes this, the official FI licence- Actually* 
in Vroom Deux, encore Vile, but avec le fab 
two-player mode. FI buffs might think it un 
peu unrealistique, mail for the arcade lover,, 
e'est eficrdyablel Non. uralmentl 


Heimdall 2 


Publisher; Team 17 

Issue Reviewed: December 1 993 

Heimdall 2 Is (he bast of its kind. K’S go! 
action, adventure and puzzle solving with a 
smaller m§ of humour in all the right places. 
Blood, runes, ores, magic, {hut probably with 
a H k h ) and added love interest In the shape ol 
the saucy Ursula to keep you on Loki's tali. 



Alien Breed 2 


Publisher: Teem 17 

Issue Reviewed: December 1 9 33 

Team 17 returns to familiar territory with 
this, the sequel to the game that first 
established the company as one of Britain's 
leading Amiga developers, ITs more of the 
same but, bigger, busier and blastier. Some 
have complained that ft's too easy, (hough. •, 
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Banshee 


Publisher: Coro 

issue Reviewed: July 1 994 

Banshee is a roller-coaster ride to hell. In 3 
buzz-bird called 0anshee, last yOur trigger 
finger and powers of concentration in tWs 
Tora! TorOMasUC one or two-playor flight of 
fantasy «r... blowing things to kingdom 
come. H p s gireat fun, basically. 




The Clue 


Publisher: Black legend 

kuna Reviewed: September 1 994 

Become London's next Mr Big without ever 
leaving your bedroom! Yes* The Clue is the 
proof that crime plays! From humble tea- 
Sealery to bigger blagues wiv 1 ShoOtOrS 'n 1 
slags, you've got to stay one Step ahead of 
the “Filth ’ and keep out of the Scrubbs. 


FIFA Int, Soccer 


Publisher; Electronic Arts 

Issue Reviewed: October 1904 

FIFA’s here at Iasi and It's bloody great! A 
bit slow maybe, and rather too much diskulir 
swap foolery, but nevertheless a solid 
attempt at putting realism back into Ihe 
beautiful game, FIFA Is a totally different way 
of stringing the old union-bag. Trevor. 


Ishar 3 


Publisher: Daze 

Issue Reviewed: September 1994 

is bar's back and this time e'est hois! 
Wohratax Ihe black dragon Is created Lord of 
Sith by the Powers of Chaos for being bad. 
Mere silly names and lantihd plot twists from 
pur Froggy chums in this sequel to the 
sequel with !*S khObi enqrme, er... fcur. 
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Cti. Manager Italia Fury of the Furries 



James Pond 3 


Publisher; Inletek 

Issue Reviewed: March 1994 

Footy management spaghetti style, you get 
to control all those Clubs whh funny name*. 
With Its pochette friendly price and molto 
Improved-o running Speed, this game brings 
you all the passion Ql Italian football without 
the girly on-field play-actingl 


Publisher: Mlndscape 

Issue Reviewed: January 1994 

A vexation of voles? Riles Of rabbits? A pique 
Of pine- martins? A seethe Of floats? A bristle 
Of badgers? A miff of marmosete? No, not 
really, Just a great platfotm/puzzler featuring 
seme small furry animals. It's addictive, It's 
lun and it'll test your reflexes. 


Publisher: Miltenniuin 

Issue Reviewed: June 1994 

the third Pond platformer Is huge. And 
bloody last. In Operation S&flriM Pond 
weighs in with a leaner mesne* Connery of a 
performance to sel against his Dolton In 
Robocod. OK, so there's loss, colour, but 
there is more character and more gameplay. 


V .,'v. f 



Bubba ‘n’ Stix 


Publisher; Core 

Issue Reviewed: January 1 994 

More platformular rwor-perfftClfon from Core 
with this well designed and beautifully 
programmed game. A bit on the brief side, 
but as original as a young white Irash meets 
magic piece of wood, meets bad blobs In a 
trie hy-situ alien -type Of scenario can be. 
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Crystal, Dragon 


j m jgr^ 

Publisher: rii'w. -’Black Legend 

Issue Review# Sj// / December 1994 

Good Lord, it's a lad expensive, bul by crikey 
ilt Ihe best ever fiPG in the sacred board 
game style, featuring dragons, er some 
crystal, and the usual gang of consonant- 
heavy characters Stuck In 9 tricky situation 
with an evil wizard. 
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Genesia 


Publisher: Team 17 

issue Reviewed December 1 993 

Huge society- building things similar to The 
Settlers, bul not as easy to gert Id to Sfrfilght 
away. Start oft with a tiny tribe, and watch 
your civilisation grow into something that 
makes Ihe Roman Empire look like a chain of 
Cheap Pizza Restaurants 


Jungle Strike 


Publisher: Ocean 

Issue Reviewed; December 1994 

Helicopters galore, but not* ft must tra 
owned* up to, all that much jungle , In this Ihe 
rocket worthy successor to Dasort Strike . This 
is Comanche territory, so it may come as s 
Surprise 10 learn teat we can recommend it 
to you without reservation. ( POh!) 


88 % 



Bump ‘n’ Burn 


Publisher: Grandsfom 

Issue Reviewed: June 1994 

It'S 3-D racing time as this Super Mario Kart- 
wilh -knobs on screeches Ohio your Amiga. 

TT Racing in a cartoon styley, plus some bad 
weapons make this game a must for all those 
who thought (hat all Scaleriric ever lacked 
was a nice tail Of mindless violence. 



Elf mania 


Guardian 


K240 


Publisher: Renegade 

issue Reviewed: June 1994 

Kombal comes to the Elf- Kingdom and gets 
m teote kicked in by a girl With painty-ears! 
Eltmania makes other beat'em-ups on the 
Amiga look pretty crappy and Ihe introducllep 
of strategy is truly Inspired. We were 
completely gob- smacked I By some Fairies! 
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Publisher: Acid Software 

Issue Rovlowed: Npvembet 1994 

What's this, an original CD33 game that's 
got oodles of playability? Vos, it's lrue!1 
Guardian is the game teat CD owners have 
been wailing for, and an absolute |oy to play. 
You ore in f pace and have to shoot up 
baddies. tt ? £ like Defender in 3D, apparently. 


Publisher: Gremlin 

Issuti Reviewed: Nlsy 1994 

Populous with asteroids, thal's what this Is. 
Begin on your base asteroid, then explore 
space to find seme more. Colonise thorn. 
Exploit them. Zap every alien In a rece ter 
galactic domination. Build fleets, trade 
things, mln-e stuff. Oh, how we loved h. 





Stuck for a suitable stocking filler? Brow corrugated by the capaciousness 
of your turkey's periproct? Pockets continually lacking the plumbnessness 
to purchase so much as a bean, my dearest Mr Fuzzywig? Well, you won't 
be able to afford any of these delicious games for Christmas then. Shame. 



Kid Chaos 


Publisher: Ocean 

Is sue Reviewed: August 1994 

Crazy iloty, char* gata-6, The kid Irom Ihs 
cretaceous age dubs through piriform & (ike 
a hungry T-Rex after a jet-propelled cow. Itis 
parallax paradise* and the wily game more 
satisfy! ngly vlolenl than bitting a bank of 
stinging nettles with a big slick. 


Out to Lunch 


Publisher: Mindscapa 

Issue Reviewed: July 1994 

His cupb-oar d Is bare p and sg poor Pierre I* 
Chef is on a tour around some exotic 
locations (or, apart from Switzerland) to re- 
Slock ms larder. Out to Lunch It a tasty 
platform patisserie wllh sprites that take the 
biscuit, find that's no wore of a pk=! 


The Settlers 


Publisher: Blue Byte 

issue Reviewed: December 1993 

Your typical god gam?, but this time with liny 
wee folk. Cuts. A medieval setting for your 
diminutive Charges as they build things, do 
things and keep rivals at bay. Try leaving 
them m ft eii mgfti end see what (ha lithe 
blighters have achieved by Iha morning. 


Publisher MicroPros!* 

issue Reviewed : December 1 994 

■ Hello planet Earth 1 say Odd- looking blokes 
with frog-spawn for guts. ‘Eal lead you 
fiends from another world, you -4 , replies 
Porky Pig. Not really. It is up to you to save 
i he plane! though, and that takes strategy, 
dosh and whole i ce c re am scoops of dea|h r 



87% 



Liberation: Cap. 2 


Publisher; Mindscape 

issue Reviewed: December 1 993 

A brilliant, atmospheric RPG with one of lha 
SOniesI intros ever! Really shows off the 
capabilities of Commodore's CD3£ to the full 
end nearly at nice on the A 1200. Basically 
you have to nnd Out what's going on in this 
big city where the robots have gone bonkers. 



Skidmarks 


Universe 


Publisher: Ocean 

Issue Reviewed: December 1994 

The best g all sivni by about 44b yards, and 
bags more fun than the real thing, which Is, 
admittedly p not a very hard thing lo be, Npw 
thanks to those lovely Oceanographers, you 
L»nd your trends need never touch Woosfie's 
horrid Welsh niblick again. Hurrah! 


Publisher; Acid Software 

issue Reviewed: January IBM 

Superb racer in yet isometric perspective, 
this game Is only a duffer if you play alone. 
You see r the compute cars Are all crap. 
Skidmarks eh? I'm s^rptisod I've managed 
to get llhis tar without making i pants' joke. 
But than I'm feeling- a bit browned off,.. 


Publisher: Core 

Issue Reviewed: September 1 993 

Universe has more puzzles than a 
gargantuan helping of enigma pie, and mere 
changes of pace than Mr Said Aouita, It'S 
got bags of hot arcade action too, so If you 
like all three then you'd bast stop reading 
this tosh and go out and buy It, hadn't you? 
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Mega Motion 


Publisher: Black Legend 

Issue Reviewed: April 1994 

Simple concept, but brain-taxing puzzles Ihai 
reminded U S ft bil Of BOuidftrdaSh without 
being derivative. Only available as part of a 
twin-pack with stall*, which we rated a! a 
1 notiduitfr-good-enouah'fOr-Recom mended- 
but- still-pretty- fab 1 04%, Stonklug valuo! 
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Publisher: Psygnosis 

issue Reviewed: March 1994 

On the surface Rygg*y looks like a slow 
platfwmef wrtb not much going oh — which It 
Isn't Eapenment. if you will, with the Total 
Object Interaction and you'll discover a 
ceauLfulry i<"im^:ed arcade adventure, wilh 
tan -la sue grip" cs and sound. All right? 
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the Sorcerer 


Publisher: Ad venture Soft 

Issue Reviewed; Pebruafy 1 994 

The S^tts at Adventure Soft take on the 
Yankee mighf of LucasArti and Sierra with 
this humorous graphic *dverrtuire — and 
lose. But only )y*t. The Interface just -isn't as 
good. The puzzles a** tough, but don't let 
that put you oft- 


Uridium 2 


Publisher: Renegade 

Issue Reviewed: November 1993 

Souped-up C64 action with 32 colours, SO 
framas per second, multi-way scrolling, 
power-ups and a dreadful case of hyperbole. 
For die-hard blasting fans Uridiu m 2 IS ft 
dream come true, for the real its a silly made 
up name end tire second arable numeral- 
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Mortal Kombat 


Publisher: Virgin 

Issue Reviewed: December 1993 

Arguably the most accurate coin-op 
conversion ever. Everything irom the original 
arcade version is here: the graphics, the 
gamaplay and |he gore. Until Elf mania, this 
was the bast of fts kind on the Amiga, snd H 
still takes some beallngj (Ha, Ha). 


Putty Squad 


P.c 1T4T System 3 

—tiff Re v ie wed ; August 1994 

pvtth *_-hs cm several buckets- of poo 

cmm of Pktity . Tin to 30 levels of squishy 
thm kit which is more iqulihy blue fun than 
you cm hne a-tqL»*ezin- things in a 

i c-c-sers. Probably. Long lasting 
r- for 3 1 tha family. 


Super. Stardust 


Wiz ( n’ Liz 


Publisher: UPP Blood house 

issue Reviewed -• December 1994 

Super Stardust, men- 0* even the now- 
budgelular Stardust are the ultimate 
Asteroids clones. Ther graphics kiss yoilr 
eyeball rep-eatedly and whisper. , tome with 
me Earthling, and I wti show you the 
meaning ol pleasure Wahay hey! 


Publisher: Psygriosis 

Issue Reviewed ; November 1993 

Another game Hiatus so much better with 
two, this okay-lsh cute platfotmer |* 
transformed when the bolh of you do ft. 
Compete for the collection of coloured 
rftbbits In i magical split-screen race agai-st 
the clock. Ndw a budgety £12.99, by crikey 



89%) 




On the Ball 


^ 

Publisher: Daze 

Issue Reviewed; September 1 994 

Tha only thing OT9 lack* is Brian Moors. 
Fresh as a daisy and a* deep as a devir* bit 
scabious, here‘s a looty ma nagemenl s-liti to 
wander tiirough wearing a big shirt, to linger 
in and make a fragrant posy for your 
sweetheart with. 


Ruff 'n’ Tumble 


Pub* tsiiier Renegade 

Issue Renewed: August 1904 

The beet gam* IW wBl V In HM tide? Hull 
has last ms mi—f, h mat meant mayhem 
m ptitfermulsf mode far Die like* Of me 'ft* 
tint. Tllit game la h Mfchaelangelo 's best 
p ti ili: H, because ft's nprt art the- sharp end of 
tha platform renaiss^" : = 


Theme Park 


Publisher: EA 

Issue Reviewed: October 1994 

LOhgleat SChmongieab Alton Towers, Alton 
Shower* more like! Euro Disney, c'ast 
ElOTH— tftltil! How do I know? Because I've 
licked Theme Perk right down to (ho stick 
and tasted Sim heaven. Whet's more, I have 
sniffed the bottom line and 11 smells lovely. 
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Zool 2 




Publisher: Gremlin 

Issue Reviewed; January 1994 

Another sequel. More ol the same and yet. 
Oddly, batterer at the same time, tool's got 
more Character, he's better animated and a 
lol lea* frustrating to control. And Zool's got 
Zoo* too! That'* his glrtf, Hot more than one 
collection ol captive wild animals. 
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4T YOU WILL NEED: 

hat a Sharp knife, a length of cardboard toilet-tissue tube Iuh one only par cracker), a small jar of 
French ectoplasm (or salivary amnelase Will do), and a fully functioning liver and small bowel. 


Ikfc lift buggirr 


1 _ 
i 
i 


v_. 


or your hilarity,, g\ee and last- | 
\ng |oy during the festive sea- 
son, The One is proud to pre- 
sent the very latest sensation in luxury 
en -tissued gifted tubes- Using our 
unique recyclable template system 
The Grte T s Christmas Cracker empow- 
ers you to create your own highly 
explosive Xmas tableware, that you 
wilt want to use again and again. 
Simply photo copy this page as many 
times as you need crackers and follow 
the simple instructions, Christmas 
Dinners will never live up to your 
expectations again! 

Assemblage ** 
Instructions: 

1. Take the comer flap "A 1 and bend it 
towards the Dragoostone review. 

Now, while pressing the adhesive 
flange, r K\ with the thumb and fore- 
finger of the left hand, scoop the 
trusses along the trailing edge 'B' 
with a small caramel! spoon. Take care 
that any nervous pets are wtll cared 
for, while you are reading whether 
Sensrb/e Golf is as good as- PGA Towr, 

2. Cut the slapstick out of comedy, it 
hasn't been funny since Laurel & 

Hardy. Fold the magazine so that part 
2 of our massive Chaos Engine 2 WiP 
is clearly visible, 3. Cake the 'Y' 
shaped spars at J F in a solution of 
pipe tobacco and intestinal th inc and 
leave to set- Plane with a moistened 
hobgoblin until smooth and then 
towel-dry vigorously until all the stil- 
la have become erectile. 4, Examine 
Shadow F lighter closely before buying 
any other beat *«nvups- 5. Select the 
Partridge, a P\ and Pear Tree, T p r and 
place r P r inside 'T about halfway up 
its length using the slats provided by 
tha Skeleton Krew (profeably). Taka 
a length of tinsel (not inclj and wrap 
around the Christmas Tree (not incU 
with a generous spiralling motion (er, 
not inti i), 7, Immerse the festive 
decals In a saucer of tepid water (not 
hicL). Slide them from the backing 
sheet and press firmly to the area 
Shown in FJg 2 (not shown} using a 
wad of turquoise cotton-wool swiped 
from your mum's dressing table. 
Remove decal shreds from fingers r pj 
clothing, dose personal friends and v 
cotton wool, suffuse with white spirit 
and ignite, 

8, Allow 2B days for February, 

~~ ™ Season's greetings to 

you Mr Hew! Agent,, anil | 
ple-ase reserve me d topjf, 
of nhe O™ every month. I 

__ I 


By using t)np guideline fold i{ K r as a ditch or dyke, and the c renell^d 
top-piecerft- as the prongmalter, you tan re-usejthb template to ( 
manufacture some tradition^ paper crowns, Thq dotted Hoe* It lA tan 
also be scbred lightly with ■ fhisei, so that the tjaditio**! paper h^rlps 
traditional Y as soon as it is placed on the tradityah&L head, j 


Crime delkalely 

1 ru rill right lo- lefl tu 
ih* rtiyllKm of 
uF The itifi 
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ignore unlit* wfry, vtry itupld 

Crap Compass 

Ever wondered how the 
Royal Marines locate cam- 
ouflaged locks in the 
dark? Or how the SA5 
finds the time to oper- 
ate the national airline 
of Belgium? It may 
have something to do 
with Spiggs Miniature 
Compass. Perfect for the 
haiidbag or dash-hoard 
(glue not included), this 
handsome, practical b*ni- 
so n means the only hearing 
you 'll ever lose is ilkeliy to he 
from one of any number -of electro- 
mechanical deuces where friction is 
constantly taking plate. 
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Wax 

K.s^rd an the popular, but r not very funny* American comed- 
fonne '1 famous Ncw-York Jewiih amackers, these cheery sherries 
will bring a ruby imile to the tac«a of the most serious 
physics and chemistry students, Abo available in a range 
uf today's colours lor disc-jockey* and the minor clergy. 
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P ^ullw. wrlh grin** 

Cyt the spinning shaje opposite (right) 
framithe prp- printed gusset fine (below 1 
Fierce the ehem its cerjtre loop with a 
knitting needle (number ]fl), and insert 
a fepent 13-bure cartridge into the 
freshi^f minted vo id ling, S^iti -slavishly 
until *any of the stiecteei punchlines 
conies] to rest against the [fire-engine 
red arrow provided herein under. 


Black Beauty? 

It’s black, it's moulded in finest Horig Kong 
plastic, hot which popular farm animal is 
it? keep younger family members amused 
for hours with thri chewable farmyar-d quiz 
on five things which could be log*, but one 
of which is probably the tail. 
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CLEVER JO^E 
RANDOMISER 

& mptto maket 

I y^hat nia (i&s Kwmething fupny r 
I or indeediwlst? From nowjon, 
fj you decidp! Just pick any cjie of 
/ tht interc ijangea ble words isr 
pfiraseft lifted be ItSW. and thji' n 
using the Mafidomiser appqsEte, 


A-,[uri Villa 


orin *!)•?! 1 “ - — — - 


T/j, 


B". / apply repeMly until aitiustng 
\f\ and/or sage- Adtt*r* with gusto a 
pleated joke or adage paper (not inti), 

m ■ sBami * I P" 

Doctor^ 'Hello* Yu letide log ^ Sea. kelp- is a door 
nut a door* Marimbas* Whkh little piggy went 
to market -Eisteddfod -I say 'BjorlHo%* QK 
Fruity - Mocdek* Earl of fife* I'm Mandy fly 
m* ■ I egg ing-i ■ which - when - why * who + with- 
er- whence* w*t*fce ft daub -Cod- . 
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Postcode- 



. attle your way through 23 
massive, magical levels, fighting 
23 (different, intelligent} creature 
types and solving mind boggling 
puzzles in search of the legendary 
?JUL DRAGON. 


. ipf )& ££& . i 
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'you won't be disappointed’ 


very commendable, enjoyable and 
accessable 


..a damn fine chalienge-especially 
it those disappomtecfby the lack of 


•i 

for 
Beholder 5 


"...this could set a precedent for all 
future Amiga rpg V 




CU Amiga Screens tar 

i i. *!j + r 

Tricky but fun HPG when you get 
l he hang off itr 

.♦.puzzle intensive 

1 ...enormous game 

".•.You II love Crystal O 










...About as close as you're going to 
get to a true RPG on an Amiga, 1 

| '^.Crystal Dragon.,* accurately repre- 
sents the board game style/ 

\.*more of a test for adventurers than 
ever before. 






'...A very involving RPG . 1 

'...Fans of RPG s should add Crystal 
Dragon to their collection.' 

P Kla^lt Le^eml SctTlwiirc 
fulling .Vi iir Barn, Fulling Mill Lane, 

WeTwyn, Herts A 1.6 9ft[F 

tel: o4:nt minooa 
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Wanna pack I BIG GUN wilh enough 
ammo to level a city? You got itJ 
Wanna massakre seriously psykotic 
Psykogenix mutants and gel paid? You 
gol R_I 

Wanna blast vow May through the 
savage sacrei zones, deadly Krewtraps, 
mal n'bad buildings and hideous 
end- at-iev el Psyhos comprising e 
HUMUNGOUS levels oi 30 Isomelrik 
kamage - and wear a speetacularlv 
sexy, hyper-hi-lek, Big Ordinance 
Neutralising Exo Skeleton la hoar? 




Weil fau |oi It all • but Oily H you 
loin Spine, Joint and Rib. 
otherwise: known as lie SKELETON 
KfiEW. in the* Ursi ouiRAGEous 

biastfesit! 

Uy in two o layers. 


Available on: 
Mega Drive, 
Amiga 1200 
&CD 32 






55 Ashbourne Road Derby DE22 3FS Telephone (01332) 297797 Facsimile (01 332) 381 511 


Skeleton Krew is a trademark ol Cone design Limited 







